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Welcome to the first issue of Volume @ of ELECTRONIC ANIMATION 

VELOCITY! This issue reprints the first three issues of ANIMATION 

VELOCITY organized as a ASCII text file. Those of us here with the 

Anime Publications Bureau (APB) and with Fans of Animation in 
South 

Texas (FAST) hope you enjoy this issue. The APB staff (all two of 
us) 

realize that printing a high-quality small press publication like 

ANIMATION VELOCITY with a tiny print run drives the cost well 
above 

what most anime fans can afford to pay, even though we not only 

Operate the zine as a not-for-profit publication, we lose money on 


each issue we print (because we do not charge enough to actually 
cover 

our printing and production costs). We have been producing monthly 

animation fanzines for various animation clubs since 1985, but 
after 

the ninth issue of ANIMATION VELOCITY, we switched to a quarterly 

schedule both to allow the editors/publishers to actually have 
time 

for other non-anime fan projects and to allow the zine to go from 

digest-size to full magazine-size (to better display all the great 
fan 

artwork that we print (and that you lose in the computer text file 

version). 


We have also decided to release each new issue of ANIMATION 
VELOCITY 

in computer text file format about 6 to 8 weeks after the printed 

fanzine version is mailed to subscribers so that we can make all 
the 

information and articles we publish available to more anime fans! 

There will be three Volume Zero issues of ELECTRONIC ANIMATION 

VELOCITY, each reprinting three of the already published monthly 

issues of ANIMATION VELOCITY. This issue reprints material from 
the 

July 1989, the August 1989, and the September 1989 issues of 
ANIMATION 

VELOCITY (except for the Fans of Animation in South Texas club 
news 

and club articles which have not been included). Some new 
information 

(this introduction, the Anime Fandom Information, and the Usage 
Notes) 

have been added for the computer text version. And, as mentioned 

before, all the wonderful fan art printed in the original fanzine 

versions of ANIMATION VELOCITY has had to be omitted. 


ELECTRONIC ANIMATION VELOCITY and the articles it contains are NOT 
in 

the public domain and may NOT be reprinted in any publication 
except 

in strict accordance with our reprint policy (see the "Usage 
Notes" 

article). The Anime Publications Bureau protects the efforts of 
its 

writers from those misguided fen who like to print articles others 

have written to sell at club meetings and cons for a tidy little 

profit (for themselves, their club, a con, or a business, it does 
not 

matter). However, we especially take a dim view of those egoboo 

hungry fans who like to take the work of others and reprint it as 


their own work. We are making a great deal of anime information 

available to you for FREE. Please do not rip us off. Both 
editors 

have been in fandom for many years (longer than many anime fans 
have 

been alive!), know how to use the "fannish grapevine," and will 

eventually hear about what you do with our material that you 
should 

not be doing....probably much sooner than you could imagine! 


We realize that some of the articles in these reprints may not 
contain 
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new information as ANIMAG has also printed articles on Zeta Gundam 
and 

Dangaio (after or about the same time as this material was 
originally 

published), for example, but we hope you will enjoy our authors' 
insight 

into these shows as well. We know that some of you will not like 
the 


mix of articles that appear in this publication. We can only print 

what we receive. If you want to see articles on your favorite 
series 

or feature, you need to see that we get a nicely-written article 
on 

that series or feature. If you cannot write such an article, you 
need 

to try to talk someone who can into writing and submitting such an 

article for publication. We have a nice stable of writers, but 
they 

write articles on things that interest them —- and as the 
subscription 

rate for this publication does not allow any money to pay them for 

their long hours of work, we have no right to tell them to 
translate 


material and write articles on series and features that do not 
interest them! If you would like to write articles for ANIMATION 


VELOCITY (and hence for ELECTRONIC ANIMATION VELOCITY), please see 
the 


Submission guidelines in the "Usage Notes". 


Anyway, enough of this boring nonsense. Enjoy the first issue! 
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== ANIMATED THOUGHTS == 

From the July 1989 issue 

I'm excited. Although I have been in fandom for over 20 years now 
and 


published 10 or 12 fanzines over the years, publishing a first 
issue is 

always exciting. Starting a fanzine is a lot more work now that it 
used 

to be. My first fanzine was typed on a stencil with an old manual 

typewriter and printed on a mimeograph. Artwork was first traced 
onto 

the clear cover sheet with a pen, then the cover sheet was placed 
back 

on the stencil and literally scratched into the stencil. 


It sounds like a lot of work (and, to be honest, it was), but it 
was 

much more carefree than starting a zine today. You did not have 
to find 

a publishing program that produced a postscript file that was 
compatible 

with a given laser printer. One did not have to worry about fancy 
logos 

or layouts, or how to convert files from one word processor format 
to 

another, or anything like that. You also did not have to deal with 
fans 

who thought that a simple fanzine with a print run of a few 
hundred and 

a small budget should look like a spiffy newsletter published for 
the 

stockholders of a Fortune 50@ company! 


Despite all the changes over the years, publishing a fanzine is 


still a 

great deal of fun and is a great hobby. I would not be launching 
another 

new one this month if it wasn't fun. 


However, if you like this publication, please remember that it is 
the 

result of the efforts of many people. Steve Krueger designed the 
cover 

logo. Our authors and artists provided the material to fill the 
blank 

pages. Marc Ripley provided the laser printer. The FAST Membership 

Secretary provided the updated files for the mailing labels. The 
Mailing 

Crew collated and stapled this issue, stuffed it in an envelope, 
put 

your mailing label, a stamp and such on the envelope and dropped 
the 

finished product in the mail. All I did was type stuff in, edit it 

somewhat, format the publication file, and sent it to Marc for the 

printing of the masters, do a bit of paste-up and drop the masters 
by 

the printers. So if you like this issue, remember it was a group 
effort 

and that everyone involved is equally important to the success of 


the 
publication. 
Randall S. Stukey 
From the August 1989 issue 
About 15 or 20 San Antonio and Austin area FAST members spent the 
weekend of July 14-16 in Dallas attending the summer incarnation 
of 


Dallas Fantasy Fair. A good time was had by all, including for 
once, 

your editor who -—- for the first time since the November 1985 DFF 
-—- did 

not have to devote much of his con time to fan politics. 


The summer version of DFF attracts more people every year. Among 
anime 

fen who you might have heard of, this year saw Carol Silverton up 
from 

New Orleans and David Merrill and Scott Weikert up from Atlanta. 
If only 
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we could get Bulldog Productions to get a few animation/manga-type 

guests and stress animation a bit more.... The Earth Defense 
Command did 

a very good job on the video rooms —— no Cream Lemons were on the 


schedule (although they may have been requested during the wee- 
hour 

request times, I can't say). They even had a preview tape running 

outside the anime video rooms. SDF-Fort Worth, as usual, was not 
present 

in nearly the force that we or the EDC were. Unfortunately, the 
video 

pirates were there in force —- five different dealers selling 
apparent 

bootleg anime. Meri Wakefield of the EDC, myself, and a couple of 
others 

had a great deal of "fun," putting a monkey wrench into the 
operation of 

these pirates by telling people about to purchase tapes from a 
pirate 

that they were not buying an original tape and that, if all they 
wanted 

was a copy, they could get one free from one of the anime fan 
Clubs. 

F.A.N., a alliance of the major Dallas—area fan clubs, ran fan 
track 

programming and even brought in a guest of their own, Colleen 
Doran. AS 

usual, I spent most of my time hanging around with my Dallas-—area 

friends and did not get to many of the panels and such. I probably 
did 

not miss much, most DFF panels seem to be repeats of panels that 
were 

popular at previous DFFs. Sigh. 


As far as I could tell, this was the largest con Bulldog has ever 
put on 

and it really showed. Con Security was terrible -- it often seemed 
like 


gangs were lose in the hotel and running wild. Security was 
pitifully 

understaffed (in my opinion) and simply could not be everywhere at 
once. 

If Bulldog wants to continue to hold large cons, I think they are 
going 

to have to concentrate on more of their resources on con security 
or 

their large cons will soon not be welcome in any hotel in the 
Dallas 

area. I'll be honest, folks, this disgusts me almost as much as 
the 

video pirates do -- I am old enough to remember when hotels all 
but 

rolled out the red carpet for an SF convention because the fans 
tended 

to leave the hotel in at least as good (if not better) shape as it 
was 

when they came. The fact that fandom now needs elevator monitors, 
hall 

monitors, and the like simply makes me sick. . . . unfortunately 
the 

idea that a con expecting 3000 to 4000 attendees would skip this 
type of 

security and let the "bad elements" in fandom give the rest of us 
a bad 

names makes me feel even worse. If we do not police ourselves, we 
will 

soon not be welcome anywhere. Please think about this next time 
you go 

to a convention! 


My attempt to "shame" some of the EDC and SDF-Fort Worth people 
into 

coming down to some San Antonio and Austin cons by having our 
people 

where FAST badges to let everyone know how many of our folks come 
up 

to DFFs failed completely. Karen Helmer's reaction sort of sums it 
up: 

"But why should we come down there when you all come up here?" (or 

words to that effect). Oh well, back to the drawing board. 


The reaction to San Antonio and Austin pulling out of the C/FO and 

forming FAST was very good. The other anime clubs in Texas know 
what we 

have been going through these past few years spending almost all 
our 

time and energy trying to "save the C/FO" and wonder what took us 
SO 


long to throw in the towel. 


Finally, here is a report on the final fate of the C/FO. The C/FO 
Board 

of Directors dissolved the club effective July 4, 1989 
(Independence Day 

seemed appropriate for reasons that are obvious to those of you 
who know 

the hell those of us who were trying to save the C/FO for the past 
three 

years have been through) with the Director of Finance directed to 
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liquidate the C/FO's assets, pay its bills, and give any remaining 
money 

to bona-fide charities. Many of you have heard other versions of 
this, 

my apologies, but I was trying to trace down a information leak 
and did 

so by allowing some rumors to spread unchecked to see who would 
end up 

with what information —- this was very enlightening. Don't blame 
me for 

the rumors, however, as I did not start them, I just did not 
bother to 

stomp on them as I usually do! 


Randall Stukey 


From the September 1989 issue 


As I've said before, every once in a while I get a letter that 
really 

grabs my attention. As you might guess from the fact that I 
mention 

this, I got one of those letters a few weeks ago from the former 
head of 


the EDC, Derek Wakefield. Now it may surprise some of you with 
long 

memories that I even get letters from Derek, but you'll just have 
to 

accept the fact that down here in Texas so-called "fan feuds" 
seldom 

last more than a few months past the resolution of whatever caused 


the 

"feud" -- unlike in many other places where "fan feuds" seem to 
drag on 

for so many years than no one even really remembers what caused 
the 


"feud". However, that is really beside the point, let's look at 
what 
Derek had to say: 


"Well, I suppose that's about it for now. Oh...one more thing. I 
know 

you aren't that fond of the show, but you might make a mention of 
the 

fact that this year we see the 10th anniversary of Star Blazers 
first 

showing in this country. It might not be all that big a thing, but 
we 

need to remember that it was the show that really got Japanime 
fandom 

rolling in this country." 


As far as I can tell, Derek is right: Star Blazers first appeared 
on the 

air in the US in September 1979 and Star Blazers did bring a large 
group 

of fans into anime fandom (just as Robotech would do a few years 
later). 

As Derek was kind enough to remind me of this (he's right, I do 
not 

really like Yamato or Star Blazers and would have never thought of 
this 

myself), I decided to make this issue a special Star Blazers 10th 

Anniversary issue. As this decision was literally made at the last 

minute and I had no Yamato or Star Blazers articles in the slush 
pile 

and only a couple of appropriate illos, I'd like to thank those of 
you 

who came through with material at literally the last minute. 
Without 

your swift and timely assistance, the only thing mentioning Star 
Blazers 

in this special Star Blazers 10th Anniversary issue would have 
been this 


editorial. 


Star Blazers did give Japanese animation fandom in North America a 
large 

boost. From the influx of new anime fans, two major clubs were 
formed: 

the relatively short-lived Star Blazers Fan Club and the Earth 
Defense 

Command (which is still going strong although it is now a general 

Japanese animation fan club instead of a Star Blazers specific fan 

club). Of course, all was not merry in anime fan land, for the 
SBFC had 

internal problems, the EDC seemed to take several ages to get 
organized 

enough to do anything, the two clubs did not get along that well 
and —- 

of course -- there was the Trelaina Apa (even I heard about 
Trelaina at 

the time; and way back then, I'd never even heard of anime...). I 
still 

hear people moan and groan about how terrible it was with all the 
fan 

politics and nastiness flying back and forth! Well, I was not 
involved, 
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but the whole thing seems like small potatoes to me —- at least 
compared 


to some of the feuding that went on in the first few years of Star 
Trek 

fandom or some of the feuds that went on in SF fandom during the 
30s and 

40s —- at least one of which is still going on to this day! 


Unfortunately, we will always have feuding in fandom. Those people 
who 
get things done in fandom (as opposed to those who wait for others 


to do 

things) almost always have large egos and strongly held 
convictions —- 

both seem to be necessary to enable them to do everything they do 
—- and 

as no one can agree on the "one true way" to do things, the 
"doers" in 

fandom find themselves in conflict with other "doers" more often 
than 

not. Despite all the feuding and problems, the Earth Defense 
Command and 

the Star Blazers Fan Club managed to introduce a heck of a lot of 
people 

to the wonders of Japanese animation -—- and, to be honest, what 
more can 

you really ask of such organizations? 


However, I am wondering a bit far afield from the point I wanted 
to 

make. I have been editing fan publications in the Japanese 
animation 

field for four years now and I have noticed a very funny trend in 

Submissions. I seldom, if ever, receive submissions on series or 

features that I personally do not like. This has always seemed 
very 

funny to me as much of the material I do not like is extremely 
popular 

with most anime fans (Urusei Yatsura, Bubblegum Crisis, Yamato/ 
Star 

Blazers, and Robotech come to mind immediately). I had thought 
that I 

had always made it clear that I select articles and artwork based 
upon 

how well-written they are and how popular they are among the 
readership 

(when I am fortunate enough to even have a choice of things to 
print, 


that is -- normally, I have to print just about everything I 
receive 
just to fill up the pages every month) -- not on whether or not I 


personally like the series/feature/manga in question. If you write 
a 

good article on a popular series such as Robotech or Urusei 
Yatsura (and 

arrange to have it submitted on disk) it will be just as likely to 
get 

printed as an equally good article on one of my favorites! Unlike 
some 

Zines, the editor of this one is well aware of the great variety 
of 


material that the AV readership likes and, within the limitation 
of only 

being able to print what gets submitted, I try to cover as much of 
the 

field as possible. Unlike some others in anime fandom, I like what 
I 

like because I like it and I do not feel the need to "convert" 
others to 

liking what I like simply because I would feel more secure being 
part of 

a large group of people who all think that "whatever" is the 
greatest 

thing since powdered milk.... I guess my ego is large enough that 
it 

really doesn't bother me that, for example, most other anime fans 
think 

I am really quite strange for liking the movie Odin; I feel no 
desire to 

run an article on it every month just to convince everyone else 
that it 

really is as good as I think it is.... 


So, if you have been holding back on writing and submitting 
articles on 

shows you know to be popular with most anime fans because you were 

afraid that I would ignore them because I did not like the show, 
please 

reconsider. ANIMATION VELOCITY really belongs to the readership, 
not to 

the editor, you know. 


Finally, I'd like to do something I very seldom do and dedicate an 
issue 

of a fanzine to someone -—- if memory serves me correctly, this 
will only 

be the fourth or fifth time I have done this in the well over 150 
zines 

I have edited during the past 2@ years. This special Star Blazers 
10th 

Anniversary issue is dedicated to Derek Wakefield, founder and 
former 
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"commander" of the Earth Defense Command, and Star Blazers fan 
Supreme. 

While I have strongly disagreed with and strongly opposed some of 

Derek's actions in the past (and may again in the future for all I 

know), I do not see that that subtracts a thing from his positive 

contributions to anime fandom in this country. Without Derek to 
champion 

it, Star Blazers might today be as obscure as other shows of its 
period. 

Without the organization Derek founded, there would today be a big 
void 

in the map of anime fandom. 


Randall S. Stukey 
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== INITIAL WHO'S WHO AND BACKGROUND == 
== FOR HEAVEN WAR CHRONICLE SHURATO == 
== by Pat Munson-Siter == 


Tenku Sen Ki Shurato (Heaven War Chronicle Shurato), an animated 
series 

designed and produced by Tatsunoko Productions, started showing on 

Japanese TV in April 1989. The following information combines 

information revealed so far in the series as well as several 
articles on 

the show in the anime magazines. This is therefore a rather short 
piece 

—- and I'm sure there are some inaccuracies herein as well, 
especially 


as I've included several speculations as well as "confirmed" 

information. Still, hopefully you'll find it of use in identifying 
who's 

who in the series as well as helping you follow the initial story 
line. 


Who's Who 


NOTE: I have listed the Warriors by the name of their armor first, 
(with 

a translation of the kanji used for the armor name) and then their 
given 

name. Following that is the type of animal their armor and "soul 
self 

attack" takes the form of. Please note that the name of the armor 
often 

has nothing to do with its animal form. 


SHURAKO (Study/Practice Silk King) SHURATO: (White lion) 
Obviously, the 

title character. Shurato starts out as a young martial artist in 
our own 

world. He is engaged in a martial arts tournament, fighting 
against his 

best friend Gai, when Vishnu "grabs" both of them and brings them 
into 

her own dimension. He finds himself fighting Gai in earnest only 
minutes 

after he wakes up. It takes him several minutes to realize that 
Gai is 


actually out to kill him, and several more -—- with mental prodding 
from 

Vishnu -- to learn how to use the magic armor he's been given. 
Shurato 


is a little like Seiya from SAINT SEIYA in that he has a quick 
temper 

and can be something of a klutz. He has a tendency to not think 
things 

through before acting, which of course is bound to get him into 
trouble. 

He has dark hair and eyes, and wears white armor —— the chest 
plate in 

the form of a lion's head. His name may be intended to be 
"Shurat", but 

everyone calls him "Shurato". 


YASHAKO (Female Demon King) GAI: (Black Panther) Gai (pronounced 
"Guy" ) 

trained under the same sensei as well as being best friends with 
Shurato 


(I'm sure the Japanese fanzines will have them being more than 
just 

friends, once they start to appear...). He is grabbed by Vishnu at 
the 

Same time, but seems to have arrived at least a little bit before 

Shurato did —- when Shurato wakes up, Gai arrives already clad in 
his 

armor and knowing quite well how to use it. Several flashbacks 
show us 

that Gai at one time was a very warm-hearted young man; the type 
who if 

he found an injured animal while jogging would take it home and 
nurse it 

back to health, as well as illustrating his deep friendship with 

Shurato. This gives us something to contrast with his behavior 
after his 

arrival —- he participates in torturing humans as well as being 
obsessed 

with killing his former friend. Indra makes him the commander of 

Vishnu's warriors, much to the distress of the others —- who are 
all 

senior to him. The young man was always known for his "cool" and 
was 

something of the ladies' favorite; under Indra's influence his 
cool, 
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collected calm has become solid ice. Gai has white hair, and after 
he's 

"brain burned" by Indra his amber- colored eyes turn red. His 
armor is 

black and red, with the chest plate molded to resemble the head of 
a 

black panther. 


VISHNU: In this Japanese version of Hindu mythology, Vishnu is a 
woman 


instead of being male. She's the tall, willowy blonde who ends up 
frozen 

solid in episode #2. Vishnu is the ruler of the alternate 
dimension 

Shurato and Gai find themselves drawn into. She is also 
responsible for 

transporting them there in the hopes of turning them into two of 
her 

warriors. 


INDRA: (The voice actors pronounce it "Indora") In Hindu 
mythology, 

Indra was King of the Gods until Vishnu and Shiva showed up and he 

basically got demoted. I suppose that could be one reason he ends 
up 

being the main villain in the show. Initially he appears as 
Vishnu's 

trusted aid. When she brings Gai and Shurato into their world, 
Indra 

gets to Gai first and seems to be responsible for Gai's 
personality 

change. He's the one who "ices" Vishnu in episode #2 and then 
tells the 

other warriors that Shurato and Hyuuga are responsible —- and that 
the 

two must die before they can release Vishnu. I think he has allied 

himself with Kali, as we see him participating in human sacrifice 
with 

some Kali worshipers, and under his direction Gai is able to 
command 

several of Kali's warriors. 


KARURAKO (Silk Tower King) REIGA: (Phoenix) Vishnu sends Reiga out 
to 

bring Shurato back to her. He is a very slender young man, who 
affects 

a rather limp-wristed, wimpish personality which effectively 
conceals a 

quite intelligent, strong-minded individual who also fights 
extremely 

well. He eventually defects to Shurato's group. He seems to take 

pleasure in "goosing" Shurato -—- making passes at him and such —- 
but I 

think more because he enjoys watching the younger man turn all 
sorts of 

colors than because he really means it. (Admittedly, if Shurato 

indicated he'd be willing, I don't thing Reiga would be adverse to 

following through!) Reiga seems to have the most well- developed 
sense 

of humor of Vishnu's warriors. He has blond hair and greenish 


eyes. His 
armor is blue and purple, with a bird's head on the chest piece. 


TENO (Sky King) HYUUGA: (Tiger) Hyuuga discovers Indra in the 


process of 
freezing Vishnu. Indra easily defeats and nearly kills the warrior 
before Vishnu -- with her last "gasp" of power —- telports Hyuuga 
and 


Shurato temporarily out of danger. He is denounced as a traitor by 
Indra 

and is the first member of Shurato's "team", and he is also the 
first to 

start teaching the younger Warrior how to use his armor and the 
power of 

his "soma" (similar to aura). Hyuuga has brown hair and eyes, and 


his 

armor is orange with black stripes -- like a tiger, and his chest 
plate 

is shaped like a tiger's head. He is best friends with Ryuuma 
(possibly 


they are related?). 


RYOKO (Dragon King) RYUUMA: (Dragon) Ryuuma is the first Warrior 
Indra 

sends after Shurato and Hyuuga, at least in part because Ryuuma 
and 

Hyuuga were best friends and had trained together. Somehow, 
Shurato 

manages to convince the Dragon that Indra is the true evil, and 
Ryuuma 

is the next member to "join" Shurato's group after Hyuuga. His 
armor is 

green with gold trim, and one shoulder guard is shaped like a 
dragon's 

head. 
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DATSUPAKO (Brahmin King -- I'm not at all sure on this one) KUUSE: 
(Ram) 

Kuuse was the original commander of Vishnu's warriors as he was 
the most 

senior. He takes Gai's promotion impassively. When not fighting, 
Kuuse 

spends a lot of his time meditating, and seems to be well on the 
way to 

quelling most of his emotions. His armor is shades of gray, red 
and 

white, and the head on his chest plate almost looks more like some 
kind 

of boar than a ram —— but the image in carved stone behind him 
when he 

calls on his armor or uses full power is definitely that of a ram 
with 

two strongly curved horns. I don't know what color his eyes and 
hair are 

-- when he's not wearing the helmet that's part of his armor he's 
got 

a turban on; and he's also seemingly afflicted with a permanent 
squint. 


HIBAKO (Grandmother's Equal (?!?) King) DAN: (Rhino -- I think) 
Dan 

seems to consider Kuuse his best friend, and at one point the 
older 

warrior enchants his armor to give Dan even greater power than 
normal. 

His armor is shades of blue, and one shoulder protector of his 
armor is 

Shaped like a rhino's head, complete with horn. His hair is red, 
and I 

think his eyes are blue (I haven't had a really clear picture 
yet). 


NAIRAKO (Silk King) RENGE: (Unicorn) The only female Warrior, she 

sometimes comes across as not being too sane. She also has her own 

supporters who assist her in her attacks on the Shurato tachi. She 
ends 

up killing one of her ex-boyfriends in one of the early episodes. 
Renge 

seems to be as nasty a fighter as Gai is, perhaps because she's 

overcompensating for her sex. Her armor is red, white, and gold, 
and one 

of her armor's shoulder protectors is shaped like a unicorn's 
head. Her 

hair is dark green, and her eyes are brown. 


RAKUSHU: Also known as "the green-haired bimbo". She's the airhead 
who 

looks like a Cream Lemon escapee dressed Like an I DREAM OF JEANIE 

reject. She and her pet "flying Pomeranian" are obviously the 
comic 

relief in the show, and I'd be quite happy if Gai and company 
managed to 

wipe her out. I think she's supposed to be an agent (possibly even 
a 

manifestation) of Lakshimi, the Hindu goddess of good fortune. 


MARICHI: Appears in episode #6. He trained with Renge and several 
Pas Vishnu's Warriors, and for a while was quite -- er — friendly 
Bn Rass He "took the colors" of a god other than Vishnu, however, 
left them to follow his own path. When we meet him he's come down 
a plague that Indra and Kali have evidently released now that 
ase stop them. He decides to support the Shurato tachi, and dies 

fighting Renge. He's actually quite good looking, with blue hair 
il eyes. 


MAYURI and TENSARASU -—- I'm not sure which side or god these two 

represent. Mayuri is male and is dressed in a loincloth and has a 

partial turban; Tensarasu is female and has bright red hair. They 
seem 

to be doing their best to push Shurato into achieving his full 
power as 

soon as possible. Perhaps they serve Siva or maybe Shiva? 


There are various other minor warriors and such, all of whom have 
armor 

somewhat similar in nature (if not design) to that worn by 
Vishnu's 

warriors. The armor of the lesser warriors seem to be less 

"individualistic" than that of the main characters'; those worn by 
the 

warriors of Kali, for example, all look rather spider-like. I have 
the 

feeling that each of the main warriors are intended to be 
commanders of 

various armies of lower ranked warriors. At the moment none of 
them 
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except Marichi have become much more than cannon-fodder yet, so I 
won't 
say much about them. 


Story Line 


Periodically Vishnu's world is torn apart by "Heavenly Wars" 
between 

different factions of the Hindu pantheon. Vishnu's warriors were 
created 

to assist her in defeating her enemies during these struggles. 
Vishnu 

senses that another such war is getting ready to begin —- but she 
has 

two "slots" still vacant among her warriors and no one capable of 

filling them. She therefore searches in other dimensions for 
warriors 


with the abilities she needs -- and ends up grabbing the two main 

protagonists, Shurato and Gai. She sends two of her aids -- Indra 
and 

the warrior Reiga -- out to pick them up. 


They are both brought into Vishnu's world. Shurato wakes up with 
Rakushu 

kissing him; and has a rather bad reaction as a result. He is 
wearing 

Strange cloths, and there's an unusual golden statue thrust 
through the 

belt of his tunic. Rakusha recognizes it as the mark of one of 
Vishnu's 

warriors. Then Gai shows up, in full armor and blood in his eye. 
We 

don't Know what's happened to him to give him such a personality 
change 

(there have been jokes about there being a glass jar in Indra's 

quarters, with a brain floating inside it, marked "Gai" -- it is 
that 

drastic an alteration) but I'm sure the Japanese fans (and some of 


us on 
this side of the Pacific) will be quite happily speculating about 
what 
Indra did to the poor boy. 


Reiga shows up in time to rescue Shurato and brings him to Vishnu. 


Gai 

has disappeared. Indra tells Vishnu he hasn't found him yet when 
she 

questions him. Shortly after we watch Indra go to his quarters —— 
and 


Gai is patiently waiting for him, eager to go after Shurato's hide 
once 


more. Indra tricks Vishnu, freezing her solid —- but Hyuuga 
witnesses 

him. Indra strikes him down about the same time Shurato is beaten 
nearly 

senseless by Gai. Before they can be killed, Vishnu -—- with what 
little 

power is left to her —- teleports them away. Indra tells everyone 
that 


Shurato and Hyuuga are traitors. He makes Gai commander of the 
warriors, 
and thus the hunt begins. 


Vishnu has transported Rakushu, Hyuuga and Shurato far away. 
Hyuuga 

tries to explain to the thoroughly confused Shurato what has 
happened. 

The next Heaven's War has started —- but only they really realize 
it, he 

says. Ryuuma, hunting them, ends up joining them rather than 
killing 

them. When Gai calls up and orders several of Kali's warriors 
around, 

the remaining Vishnu warriors are rather upset. Kali is one of 
Vishnu's 

enemies, after all. Phoenix Reiga tries to find Indra to inform 
him of 

this fact, but finds Gai with Indra. Following them, he watches in 

horror as Indra participates in human sacrifice with several Kali 

worshipers, and the Phoenix realizes that Indra must be the 
traitor to 

Vishnu, not the Shurato tachi. Indra discovers Reiga spying on 
them, and 

Reiga is forced to flee —- and eventually joins the Shurato tachi 
in 

hunted exile. 


In the most current episode I have, Shurato and company have 


already 

had several encounters with the Warriors still loyal to Indra, and 
are 

also trying to find out how they can rescue Vishnu. At the moment 
they 

are fleeing for their lives, and it seems that Indra has the upper 
hand. 
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Comments 

This series has some of the best artwork and animation I've seen 
for 


Opening episodes of a show. The story line seems to be quite 
strong, and 

the studio is also taking the time to develop the characters 
instead of 

going in for one constant battle after another. If the studio 
doesn't do 

anything really stupid to the characters or story line, I expect 
this 

show could become quite a fan favorite. 


Most of the characters are drawn "seriously". Rakushu and her 
"flying 

Pomeranian" are the only ones consistently drawn in a "cartoony" 
style, 

although Shurato also has his cartoony moments. I haven't seen any 

material yet that says how old the characters are supposed to be, 
but 

most seem to be in their late teens to early twenties. Shurato and 
Gai 

seem to be about the same age and are probably somewhere between 
15 and 

17 (this is just a guess based on the art, which means I could be 
quite 


a bit off! I thought the Samurai Troopers were all 16 or 17 to 
omen until the studio established they were all 14!) It's nice to 
ae show where the majority of the characters are not adolescents, 
eu mostly at least somewhat grown up. 


The opening and closing credits are very nicely done, and I really 
like 

the song for the opening credits. The background music is also 
very 

enjoyable, and does an excellent job at setting "tone" for various 

scenes. 


There are a few elements that anime fans will find overly 
familiar. For 

example, each of the warriors has been trained to use his or her 
own 

"soma" or power field to increase their strength -—- somewhat like 
the 

"cosmo" of Saint Seiya. (Just for information's sake, the Hindu 
Moon God 

was named Soma...) Further, when "calling" their armor or 
preparing for 

a full-power attack, a Sanskrit letter appears on their foreheads, 

Similar to the forehead kanji of the Samurai Troopers. There are 
other 

parallels as well, but those are the most noticeable (at least at 
the 

moment). Actually, using the word "soma" and having the warriors 
use a 

part of their auras to draw energy to power their attacks isn't 
that bad 

-—- the concept is an ingrained part of martial arts "mythology" 
and goes 

under many different titles and thus I suppose should be almost 
expected 

for any series that draws heavily from those sources. The Sanskrit 

letters is cutting it a bit fine for my tastes, however, no matter 
its 

backing in Hindu legend. 


However, that's just nit-picking all in all. My main complain with 
a art is the armor. Quite frankly, it looks quite bulky and awkward. 
: much prefer the type of armor design in Seiya and Yoroiden, which 
abe much "lighter" in "flavor" than the heavy designs we see 


here. 

While certainly heavier armor would protect a fighter better, 
visually 

they just don't look as good as that in other shows do. Further, 


in 

their "inactive" form -- when each suit of mystic armor is small 
enough 

to be held in the hand -- well, I know several people who've made 


unfavorable comparisons of the armor to "Tonka Toys". In the 
armor's 

intermediate form, when they appear as "Sky chariots" the warriors 
can 

ride on, it makes them look like so many kids on rocket-powered 

skateboards, and induces fits of laughter rather than respect. I 
think 

the concept of the armor could have used a little more work. 


However, despite my nit-picky complaints, this show is already 
becoming 
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one of my favorites! I hope most of you will enjoy it as much as I 
am. 
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== A QUICK LOOK AT MADO KING GRANZORT == 
== by Scott K. Jamison == 


I received a few episodes of this new Sunrise series with my 
latest 
tapes, so I might as well say a little about it. 


This is a kiddie robot show much in the same vein as Wataru (who 
makes 

a cameo in the first episode.) In the year 2050, an entity of 
unknown 

origins caused the Moon to develop a breathable atmosphere and 

Earth-normal gravity, apparently without harm to Earth itself. The 
Moon 

is quickly colorized by humans, and 5@ years later, our story 
begins... 


Cast 


Daichi Hanka: The main hero, about 10 or 11 years of age. 
Apparently his 

family won a trip for one to the moon, and he's the one who got to 
go. 

He's a bit less of a jerk than many anime heroes, faithfully 
writing 

home every episode. He rides a jet- powered skateboard and is good 
with 

machines. He also hates carrots. His robot is Granzort (mostly 
red) and 

he summons it with a special gun. 


Rabi: One of the semi-legendary Rabbit People of the Moon, 

(distinguished by their ears), Rabi has not appeared as of the 
episodes 

I saw. This 11-year-old summons his robot Aquabeat (mostly dark 
blue) 

with a special top. 


Gas: A tremendously strong 12-year-old, he's a rather rustic type. 


He's 
quite lazy-seeming and needs a large supply of food for his bulky 
frame. 
He uses a bow only he can bend to summon his robot Winzard (mostly 
turquoise). 


V—-Mei: A Rabbit People witch. Her powers seem to be mostly 
telekinetic 

in nature, but she can do other stuff with proper preparations. 
She's 

the one who is gathering our heros together, and tells them how to 
use 

their gadgets. 


Guri-Guri(Goggle Eyes): V-Mei's granddaughter. She's able to 

short-range teleport herself and other objects. She can produce 
more 

spectacular effects, but they tend to get out of hand. Her pet 
Hapi 

(looks sorta like a very fluffy hamster) can detect hostile 
intentions. 


Aguramanto (Cross—legged Cloak?): The apparent head of the bad 
guys. 

Leastways, he's giving the orders. He's the least human- looking 
of the 

characters, with wrinkled blue skin and yellow eyes. 


Doctor Bible: The bad guys' resident mad scientist and mecha 
designer. 

He's a very excitable fellow, and most of his designs are based on 

animals, except the pilotless (?) Helmetals. You do not want to be 
one 

of this fellow's failed projects. 


Shaman, Nabuu & Enema: The bad guy robot pilots. Shaman has blue 
hair 

and seems to be the smartest of the lot, the bald Nabuu is 

heavily-muscled and Enema is a red-headed woman. As usual, no love 
is 
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lost between the bad guy troops. 


I enjoy most of the humor in this series, but as usual, the 

transformation scenes take way to long, and many of the bad guy 
mecha 

designs are just plain stupid. If you don't mind that sort of 
thing, 

this is an okay series. 
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== LUPIN THE THIRD: BYE-BYE LIBERTY! == 
== by Alan R. Nepomuceno == 


NOTE: The synopsis is an improvisational assumption done to its 
best 

translation. Although I have attempted to translate this as close 
to the 

Original intention, some parts of the plot and actual spelling of 
minor 

character names are still vague at this point of writing. 
Nevertheless, 

the original intention was to offer an idea of the scenario in the 
most 

satisfying manner. The Character Information included is to 
benefit 

anyone not familiar with the Lupin cast and to refamiliarize those 
who 


remember them. 


Originally telecast as a made-for-television Prime-Time Special in 

Japan, Lupin the Third: Bye-Bye Liberty has captures the spirit 
and fun 

that made the television series and movies popular while updating 
Lupin 

for this century's last decade. 


Character Information and Synopsis: First Hour 


The center of attraction is still Lupin, that go-lucky thief, that 
Jerry 

Lewis of James Bond. He is still the perfect person in 
masterminding, 

executing, and improvising the perfect heist in his own 
undisciplined 

style and has managed to steal everything short of a national 
monument. 

He still touts special weapons that range from the obviously 
exceptional 

(a pair of jet-shoes) to the extremely ridiculous (exploding 
rubber 

duckies). Lupin has also perfected his art of disguise which aids 
him in 

the beginning of the film when he "relieves" the nation of France 
of all 

its computer-stored records and research made to find out who 
Lupin 

actually is. The data that was intended for the man who is 
constantly 

trailing the "international thief of great notoriety". 

Old feuds die hard, and Inspector Zenigata still has that personal 

vendetta against Lupin. The merry antics that Lupin and friends 
indulge 

in always brings this bumbling International Policeman following 
close 

behind. Zenigata is a man that never gives up and will do anything 
to 

bring Lupin to justice. And like the lovable outcast, the 
Inspector has 

an international reputation that has given him access to any 
police 

force and equipment in any nation he is in. He does not have that 

privilege in a certain "Land of the Free", however... 


Jigen is Lupin's loyal friend and partner in crime. This person is 
a 

sharpshooter that always hits his intended target no matter how 
hard, 


difficult, or impossible. He's not as creative as Lupin and works 
better 

in a team effort. His personality and clothing style hasn't 
changed 

much, but we do see of his eyeballs more in Bye-Bye Liberty than 
we 

usually do in an entire season of reruns! Jigen enters the film 
after 

Lupin arrives in New York with his stolen computer data. Jigen 
informs 

Lupin of a plan to venture to the Statue of Liberty and retrieve 
an 

unknown Item of value and hand it over to an unknown client. 


The duo had an accomplice named Leusta that would have made the 
Lo aetieh He personally knew where the Item in Question was hidden 
a probably was the real owner). He was also being chased by a group 
oe who also have interest with the Item and want Leusta to 
ind i 
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for their own purposes. Lupin and Jigen do their best to protect 
Leusta 

but his demise leaves both groups empty handed. After some quiet 

mourning and deliberation, the duo decide to carry out the scheme 
but 

must move the Statue of Liberty to a secluded area in order to do 
an 

extensive search on it; this they do with a 

"we'll-borrow-it-—for—a-while" and "no- one-will—actually—miss—it" 
type 

attitude! The theft of the national monument grabs the attention 
of 

Inspector Zenigata who begins to pick up the trail. 


While the heist is being pulled off, another accomplice enters the 

scene. Micheoy is an unusual minor character who's about six or 
seven 

years old and is a computer whiz. He (offscreen) finds out about 
Lupin's 

intentions and decides to help him because Micheoy wishes to be 
near the 

Statue. Sees it as a "mother figure"; Micheoy has been searching 
for his 

mother for quite some time. He helps Lupin and Jigen find a place 
to 

hide the monument (somewhere in Arizona) and introduces them to 
the 

world of computers (via lap computer). The programs he shows 
interests 

Lupin and a friendship that lasts throughout the movie develops 
between 

him and Micheoy. 


Fujiko, the on-and-off member of Lupin's gang and on-and-off lover 
of 

Lupin, is still striking out on her own. Has many dress codes but 
in 

this movie wears a red leotard-tights combination for "office 
work". 

She's a female version of Lupin (or a one-member Catseye) but 
needs to 

polish a few problems. Tends to get captured frequently, but 
nobody 

minds that. She usually is practicing the technique of seducing 
her rich 

victims so that she can have easy access to their vaults. In Bye- 
Bye 

Liberty she's working her charms on a playboy named Odamudes in 
order to 

get to his gemstone collection. Fujiko uncovers more than she 
bargains 

for: Odamudes is also known as Number Three in an International 
Satanic 

Cult. This Organization are the ones who were responsible for the 

involuntary murder of Leusta. And yes, Fujiko gets captured red- 
handed. 


The leader of this sect of ill thoughts is an old, decrepit man 
known 

only as Number One. This person has some extraordinary powers 
(breath 

that knocks you down, eyes that cries green mascara and has a 
sword 


stuck in his esophagus; guess that's the reason why he always has 
that 

sore throat). He wants the Item in Question in order to fulfill a 

obscured prophecy that claims that the time is right for the 
Satanic 

Sect to dominate or destroy the world. It all depends on the fate 
of the 

Item. He also orders the capture of the unknown character Number 
Two. 

Number One prevents Number Three from paying back Fujiko for 
trifling 

with his emotions, citing that she could be of great use later on. 


Lupin's client had sought refuge from the Cult in Alaska, so 
Goeman is 

sent to retrieve her and bring her back to New York. The last and 

perhaps most mysterious member in Lupin's partners of crime, 
Goeman's 

Samurai disciplines are effective when dealing with solo 
adventures. His 

talents and abilities rival Lupin's but has no use for fancy 
gadgets. 

ALL he needs is his Katana and a lot of beyond-belief Samurai 
skills. 


Usually we don't see much of Goeman's well-hidden emotions. But 
the 

Ronin doesn't know that the client he's retrieving is an impetuous 

flirt! Kaori is the person who wants to get to the Item in 
Question 

before the Satanic Worshipers do. Tends to be a bit paranoid and 
even 

"bugs" her accomplices in order to find out their true intentions. 
She 

also has an obsession with men: a good example is when she 
lavishes her 
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appreciation on Goeman after he saves her from some of the Cult's 
goons! 

Kidding aside, Kaori had some ties to the Cult and knows what the 
Item 

can do. 


So much for the characters, back to the synopsis. Lupin and Jigen 
manage 

to find the Item that everybody seems to want. Shortly afterwards 
the 

Cult's henchmen storm the hiding area. The hectic chaos separates 
Lupin 

and Micheoy from Jigen, but all three manage to escape. Jigen is 
found 

alive and unhurt by Goeman and Kaori; the three set out to find 
Lupin. 

Lupin and Micheoy are also confronted by another person...an 
Inspector 

to be exact. 


Synopsis: Second Hour 


Lupin blows out of the Arizona Sheriff's Department where Zenigata 
had 

him detained and is rescued by Jigen, Goeman, and Kaori. 
Disappointed, 

Zenigata takes Micheoy in hand and begins the long trek back to 
New 

York. 


Lupin and company stop at New Orleans in order to celebrate and 
relax. 

Kaori decides to flirt with Lupin, much to Goeman's dismay. After 
a 

small tryst with more supposed Cult assassins, the group get back 
to the 

task of returning to New York. Meanwhile, back in the mean city, 
Number 

One places a spell over Fujiko in order for her to work for his 
cause. 


After seeing the Statue of Liberty being returned to its pedestal, 
° final plan is thought up by Lupin and company: Lupin gets Micheoy 
ne ing the Item in Question) away from Zenigata, they make the 
abate Goeman and Kaori, and the latter clears out of New York. ALL 
goes 


well until a possessed Fujiko attaches herself to Lupin and 
bungles up 

the trade. The Cult captures Kaori but Lupin and Jigen manage to 
hold 

onto the Item and abduct the not-feeling—-her-real-self Fujiko. 
Micheoy 

gets a good look at the Cult's new prisoner... 

Much later, Micheoy tells his friends about his relation with 
their 

captured client; upon hearing this Lupin promises to get her back. 
A 

deal is then struck by Number One with the releasing of Fujiko's 
mind as 

an act of good will. The deal: the Item in Question for Kaori with 
the 

Switch happening on the Cult's turf. Goeman wishes to save Kaori 
in 

order to null the trade and sets off early. Zenigata trails the 
Samurai 

but both are captured by the Cult. 


Back at the bad guy's high-rise, the character holding the title 
Number 

Two is revealed. She and Number Three decide to dispose of Number 
One in 

order to get control of the Organization; this they do with 

"distractive" ease. 


The actual trade is attempted and a double-cross is revealed with 
Lupin 

and friends receiving the wrong end. Lupin escapes from the trap 
and 

manages to get information about The Item in Question: it has the 

ability to store vast amounts of knowledge within its multi- 
facets. It 

probably has other powers, but in order to activate them a special 

ceremony must be performed: if successful, the holder of the Item 
could 

dominate the world. 


The Worshipers, led by Number Two, finally recite the incantations 
that 

should unlock the Item's full powers; a ceremony Lupin witnesses. 
The 

ensuing situation reveals the ritualistic stabbing of Kaori by 
Number 
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Three, her rescue by Lupin, the escape of Lupin's friends from the 
Cult's trap, the fate of the Item in Question, the fatal wounding 


Number Three, the activation of the Cult's "Last-Resort Ultimate 
Sacrifice" and its mili-second thwart by Lupin and Micheoy. Lupin, 
Jigen, Fujiko, Goeman, Micheoy, and a direly injured Kaori make it 


of this adventure by helicopter; Zenigata by foot. 

In the Epilogue, Lupin has picked up a new hobby and is doing an 
extensive tour. Jigen and Fujiko grow impatient with him but don't 
realize that Lupin has become “user-friendly"...God help us all! 


Clipnotes 


Bye-Bye Liberty has created some new standards to the Lupin custom 


the most obvious being new character designs. Lupin and his 


colleagues 


have shed their "Laputa/Nausicaa" style that has been with them 
throughout the 1980's and adopted a mix between the Anima designs 


of the 


of 


mid-—7@'s and the manga illustrations of Monkey Punch (the creator 


Lupin the Third). The result is a more mature look to the 


characters; 


they no longer look like the "typically young adventurer" that is 


common 


new 


in most current Anime shows/movies. Lupin, Jigen, and Zenigata's 
expressions and actions are more exaggerated and fluent. Fujiko's 


body makes her old, well—-endowed physical attributes look tame. 


Goeman 


now Looks more mysterious than ever. Even Micheoy has a unique 


scheme 


that sets him apart from the "typical youngster". 


Their character designs is complimented by a contemporary Jazz 
soundtrack and dramatic cinematography. And although it is not 
OAV-material, the animation is balanced with sound effects 


(screeching 

subway wheels covering the thundercrack of pistols). Watercolor 

illustration stills are used to their fullest, graphic potential. 

Foreshadowing and symbolism is used in a quiet but noticeable way. 
The 

clicking keyboard and the whirl of a computer disk is present 
throughout 

the film. And Lupin, who at first doesn't know the meaning of 

"hardware/software", slowly realizes how a small machine can 
easily 

affect his life. The Statue of Liberty is not only a "mother 
figure" to 

Micheoy but his part in hiding the monument and helping Lupin and 
Jigen 

represents how most Americans take their freedoms for granted! 
This 

subliminal aspect is reflected when the represented "mother 
figure" is 

forever lost at the end of the adventure. 


There are a few flaws, with most of them dealing with technical 

irrelevancies (stealing and hiding of the Statue of Liberty is one 

example), but these minor details that can be passed off as part 
of the 

Ongoing silliness. 


All in all, Lupin the Third: Bye-Bye Liberty is an exceptional 
movie 

that holds all the fun its predecessors have and everyone will 
have a 

good time. It also takes a new step in character development, 
drama, and 

uniqueness in art style. With luck, Lupin's life in the 1990's 
will 

Shine bright. 
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== MOBILE SUIT Z-—GUNDAM EPISODE GUIDE: 16-45 == 
= by Dafydd Neal Dyar == 


The Audomura is en route to Hickory by way of the Club 

launch site where Camille, Quatro and Katsu wll make their way 
back to 

the R-Gamma. 


Amuro has been given the Rick Deus. Irma talks to him, trying to 

rekindle his fighting spirit and maybe spark a little romance. 
Quatro 

also takes him aside, to allay their mutual guilt over the death 
of 

Larar Sun, who sacrificed herself to keep them from killing each 
other 

during the One Year War. 


Irma takes off in her biplane to direct the mobile suits to the 
launch 

site. As they reach the site, Bran leads a squad of High Zack 
mobile 

Suits against the Audomura. Amuro has a change of heart and 
attacks 

Bran's Ashemore. 


Camille gives Katsu a gun with instructions to get Quatro on the 
shuttle 

and keep him there, then takes off to assist Amuro in the Mark-II. 

Camille and Amuro keep the Titan forces at bay while the shuttle 
lifts 

off. The battle ends when they team up to catch the Ashemore in 
their 

crossfire. 


Episode 17: "Hong Kong City" 


The Audomura heads for New Guinea to capture another’ shuttle so 


Camille 

can return to the R-Gamma. Kai has contacts with the Luio Company 
in 

Hong Kong that will get them the weapons they need for this 
mission. 

Bran's personal aide Ben Udall assumes command of the Titan Garuda 

Superplane and continues the pursuit. 


Murasame Psychic Institute sends the experimental variable mobile 
suit 
Psycho Gundam (MRX-@99) and crew to replace the Ashemore. Udall is 


not 

pleased to learn that both new crewmembers are women —- the 
"synthetic" 

New Type Four Murasame and her mentor Namikar Cornell. 

Amuro and Irma check out the Luio Company, where Amuro spots Mirai 

Yashima, who piloted White Base during the One Year War. She is 
now 

married to Bright Noah and is trying to get on a shuttle flight to 
a 


space colony with their two children, Hathaway and Charmaine. 


Amuro tries to speed things up and is set upon by company goons, 

attracting the attention of Stephanie Luio. Irma, Mirai and the 
kids get 

away while the guards pile into Amuro, getting to the street just 


in 

time to witness the arrival of Psycho Gundam. 

The new mobile suit is huge -—- four times the size of the Mark-II 
in 

which Camille flies out to do battle -- and powered entirely by 
Four's 


New Type psychic energy. Camille, Amuro and Mirai all feel its 
powerful 

aura. The monster mobile suit batters the Mark-II across Hong Kong 
until 
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Camille uses his own New Type power to break Four's concentration. 


Stephanie seems quite taken with Amuro as she agrees to give them 
the 
weapons they need for their raid on New Guinea. 


Episode 18: "Captive Mirai" 


Four sneaks off the Garuda to track down the (to her) unknown 
pilot of 
the Mark-II who touched her mind so deeply. 


Amuro escorts Mirai and the children aboard a cruise ship that 
will take 

them to relative safety until the Club can find a way to reunite 
them 

with Bright on the R-Gamma. Four comes ashore near the marina and 

notices Camille waiting for Amuro. After hearing Amuro's name 
called, 

she hitches a ride with Camille to get a line on the Mark-II 
pilot. 


Mirai and the children are kidnaped while Camille and Four are 
driving 

around Hong Kong. The Titans will release them for the surrender 
of the 

Audomura, but Amuro trades himself instead. 


Camille goes to the rescue in the Mark-II, surprising the 
submerged 

Marine High Zack (MS-Q6M) ambushers by coming in underwater 
himself. 


Episode 19: "Cinderella Four" 


The mayor of Hong Kong, caught between the two warring powers, 
orders 
the Audomura to leave before the city loses its neutrality. 


Camille sneaks away to look for Four, who now carries a Titan 
homing 

device. Camille and Four are attracted by their New Type affinity. 
Four 

has no memory of her life before the enhancement treatment at the 

Institute, where she was the fourth subject: Murasame #4. 


Udall attacks Hong Kong in Psycho Gundam, but lacks the New Type 


power 

to control it properly. Amuro takes the Mark-II against it, but 
Psycho 

Gundam simply can't be stopped with physical force. Four is 
attuned to 

Psycho Gundam and uses her power to regain control of it while 
Amuro 

picks up Camille. 


As Camille drops Amuro off and takes over the Mark-II, Four 
realizes 

that he is the Enemy she's been seeking. She is confused by her 
affinity 

with Camille, which she tries to reject, and memories of her 
former 

life, which return in painful flashes. 


Camille tries to talk her out of it, but Four is maddened by her 
inner 

conflicts and attacks with increasing savagery until Amuro gets 
Camille 

to retreat. The battle ends in a draw. 


The Audomura leaves Hong Kong to prevent any more attacks on the 
city. 


Episode 20: "Fiery Escape" 


Camille sulks over the loss of Four, refusing to get out of bed. 
Amuro 

understands his feelings, having still not come to terms with his 
own 

feelings about Char. 


The Garuda continues to pursue the Audomura. Hyato gets word from 
Hong 
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Kong that the R-Gamma will soon be in range for another shuttle 

rendezvous as Four leads a squad of High Zack mobile suits against 
the 

Audomura. 


Amuro goes out to meet them in the Rick Deus, followed by Camille 
in the 

Mark-II. Four, determined to make up for past defeats, orders the 
High 

Zack squad to stay back while she flies in close to destroy the 

Audomura. Hyato responds by launching the new Nemo (MSA-003) 
mobile 

Suits. 


Camille holds back until Four captures Amuro's Rick Deus, his 
attack 

coinciding with another flashback. The battle rages across the 
North 

Pacific, until Camille and Four confront each other mentally as 
well as 

physically. Through their psychic bond, Four learns of the death 
of 

Camille's mother and he feels her longing for the freedom of 
space. 


Udall orders all noncombatants off the Garuda as he prepares to 
ram the 

Audomura, but Four rams the Garuda with Psycho Gundam first. She 
tears 

a rocket booster loose before being shot down by Udall. Amuro 
convinces 

Camille to use the rocket booster to return to the R-Gamma, then 
rams 

the Garuda with his flying sled, which crashes through the fuel 
cells 

and blows the superplane to atoms as Amuro flies to safety. 


Camille thinks of Four as he returns to the R-Gamma, where Farrah 
is now 
with Quatro. 


Episode 21: "Zeta's Heartbeat" 


The Titans launch "Operation Apollo" to take control of Von Braun 
City 

on the far side of the Moon. Scirocco gives Jamitoff a loyalty 
oath 

sealed in blood and is appointed commander of the battleship 
Dogoth 


Gaia. 


Gerold and Moira Farrell, the Titan pilot who saved Gerold's life 
in the 

AEUGO attack on Jivaro, are also placed under Scirocco's command 
and 

given the new Gav-3 (RX-110) variable mobile suits. Gerold is 
quite 

pleased with them after a test run against the Methuselah. 
Scirocco 

plans to control the Earth sector when the war is over and 
recruits 

Gerold and Moira to this end. 


Emma worries about Camille as the R-Gamma approaches SIDE 2. Both 
Ai nearly killed when the R-Gamma is attacked by the Gav-3s. Emma's 
ee is destroyed as she ejects and Camille is forced to abandon 
ne crippled Mark-II. Farrah rescues them as the Gav-3s are caught in 
7 crossfire of Z-Gundam (MSZ-006) and the R-Gamma's Mega Particle 
annon. 


Episode 22: "Scirocco's Vision" 


Scirocco is given twin New Type cadets, Sara and Theodora 
Zabiaroff, and 
sends them on a training flight with Gerold's Marseilles squad. 


Camille checks out Z-Gundam and learns that Farrah is now an AEUGO 

sergeant and mobile suit pilot. Henken sends Raquel to the R-Gamma 
with 

two new weapons, the Metis (MSA-@05) mobile suit and the G- 
Defenser 

Spaceplane, and a present for Emma. Camille mopes over Four while 

talking to Farrah. 
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Gerold and the Titan cadets intercept the Metis and G—Defenser 
near SIDE 

2. Camille sees this in a New Type vision and takes off in Z- 
Gundam 

followed by Emma in the Mark-II and Farrah in the Rick Deus. 


Gerold realizes that Camille is flying the new mobile suit and 
leaves 
his trainees to go after him. Sara cripples Farrah's Rick Deus, 


but 

Theodora is killed by Camille and Gerold is forced to retreat as 
his 

cadets begin to panic. 

Scirocco is disappointed, but not overly concerned, by the loss 
of 


Theodora. He's impressed by Sara's potential and goes out of his 
way to 
charm her, taking advantage of her obvious crush on hin. 


Farrah is reprimanded for taking the Rick Deus out without 

authorization. Raquel thanks Camille for his help and delivers 
Henken's 

belated gift to Emma. 


Episode 23: "Moon Attack" 


The Titans begin Operation Apollo to take control of Von Braun 
City. 

Quatro, Henken and Katsu leave the city in a space cruiser to 
prepare 

for the expected attack. Scirocco gives his troops their final 
mission 

briefing and leads the fleet from the Dogoth Gaia. 

Quatro in the Type-10@ and Camille in Z-—Gundam engage the Titan 
mobile 

Suits near the lunar surface while the R-Gamma is attacked by the 
Titan 

fleet. Farrah reluctantly enters the battle and Camille backs her 
up. 

Quatro's damaged Type-100 almost destroys Gerold's Gav-3, but 
Moira 

rescues him. 


Scirocco very selectively launches his troops as the Dogoth Gaia 
descends unopposed toward Von Braun City, having diverted the 


defenders 

away from his true target: the spaceport. Later, Scirocco is 
reprimanded 

by Jamaican for his unorthodox tactics, even though they were 
totally 

successful. Scirocco's apology is sincere on the surface, but he 
clearly 

won't forget this incident. 


Farrah is ashamed of her panic during the battle, all the more so 
because everyone insists on crediting it to her youth and 
inexperience. 


Episode 24: "Counterstroke" 


The R-Gamma stops to replenish its supplies at Granada Moon Base 
and 

review AEUGO'S defeat at Von Braun City. Quatro and Brix attend an 
EUG 

Deliberative Assembly -—- Brix is a high-ranking Assemblyman. 


Camille goes on a scouting mission to Von Braun City by way of 
Erica 
Spaceport. Katsu wants to go with him, but is told to stay behind. 


Gerold and Moira spot Camille exploring the city and capture him. 
Gerold 

wants to kill Camille on the spot, but Moira stops him —- the 
pilot of 

Z-— Gundam is too valuable to be killed on a whim. 


Camille is rescued by Katsu, who has disobeyed orders and followed 
him. 


Quatro finds Brix fatally wounded in his hotel room. Before he 
dies, 

Brix gives Quatro full authority to represent AEUGO at the next 

Assembly. 
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Scirocco launches another attack on the R-Gamma. Appley, Emma and 
Farrah 
respond in the Rick Deus, Mark II and Metis. 


Camille has a New Type vision of Farrah in battle. He drags Katsu 
to a 

shelter as the conflict threatens to breach the city's dome, where 
they 

meet Gerold and Moira in similar straits. 


Raquel takes off in Z-Gundam to find Camille, who senses her 
approach 

and goes out to meet her. The Von Braun shelterees blame the 
Titans for 

the current crisis and prevent Gerold and Moira from pursuing. 


Camille takes Z-—Gundam against the Methuselah, now piloted by 
Yazan 

Gerber. The Titans retreat, promising vengeance against the people 
of 

Von Braun City. 


Katsu is recognized for heroism while Farrah mourns the death of 
Brix. 


Episode 25: "Colony Fall Day" 


A High Zack mobile suit approaches the R-Gamma under a flag of 
truce. 

Scirocco, humiliated by Jamaican's reprimand, has sent Sara to 
betray 

Jamaican's plan to push the deserted SIDE 4 out of its orbit and 
crash 

it into Von Braun City. Camille learns that Scirocco has been 
behind 

all the recent attacks. 


Sara is put under house-arrest and held hostage in the event that 
this 

is a trap. The R-Gamma and Rhodesia set out to intercept the 
falling 

space colony while Juan warns the mayor of Von Braun City -—- the 
Titans 

are the real threat. 


Sara plays on Katsu's trust to recover her High Zack and escape. 


Emma activates one of SIDE 4's attitude jets, which alters the 
space 
colony's trajectory enough to miss Von Braun City. 


Episode 26: "Zion's Ghost" 


Aboard the Alexandria, Yazan argues with Jamaican about their next 

move. They agree that Yazan will take the Gyro plane and lead a 
squad 

of High Zack mobile suits against R-Gamma. 


Aboard the Rhodesia, Henken talks with Emma about the progress of 
the G- 
Defenser test. He is reluctant to let her go back to the R-Gamma. 


Aboard the R-Gamma, Bright is preparing for another Titan attack. 
Katsu 

talks to Emma about becoming a mobile suit pilot. Yazan attacks 
and Emma 

in the Mark-II leads a squad of Nemos to defend the ship. 


Against orders, Katsu takes off in the G-Defenser to help Emma 
against 
Yazan, but ends up distracting her at a critical moment instead. 


Camille senses the battle and, after an argument with Bright (who 
is 

again reminded of his old friend Amuro), gets Z-Gundam ready to 
launch. 


The Mark-II and G-—Defenser link up to form Super Gundam. 
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Katsu is almost killed by a High Zack and ejects, taking refuge in 
the 


derelect Zion battleship Courage, abandoned during the One Year 
War and 

now adrift in the middle of the new battle zone. Emma finds Katsu 
in the 

wreckage just as the High Zack finds her. 


Meanwhile, Z—-Gundam and the Gyroplane have used up all their 
ammunition 

and now duel with energy swords. Emma and Katsu are captured by 
the High 

Zack as Camille ambushes Yazan in another part of the ship. 


The crossfire between the Alexandria and R-Gamma gets intense and 


stray shot destroys the High Zack. Katsu reactivates one of the 

Courage's seven- year-old Gregg (MS-19) mobile suits to help 
Camille, 

who appears to be losing to Yazan. 


The Gyroplane appears to retreat with Z—Gundam and Super Gundam in 
hot 

pursuit, but it's all part of Yazan's plan. He sets Jamaican up to 
take 

a direct hit on the Alexandria's bridge from a blast aimed at his 

Gyroplane. 


After the battle, Bright plans to use an old Zion base against the 
Titans as Katsu is officially made pilot of the G—Defenser. 


Episode 27: "Char's Return" 


The R-Gamma and Rhodesia proceed to geosynchronous orbit to 
rendezvous 

with Quatro. Camille and Farrah argue over her status as a mobile 
suit 

pilot and Appley kids Camille about the boy's apparent lack of 
skill 

with women. 


Bright and Henken make plans for Raquel to infiltrate Jupiteris. 


Aboard the Dogoth Gaia, Yazan and Gerold get into an argument that 

disrupts the mobile suit launch bay. Moira takes Gerold aside and 

cautions him on the danger of crossing Yazan -—- look what happened 
to 

Jamaican. She reminds him of Scirocco's plan and their part in it. 


The R-Gamma descends toward the atmosphere as the Audomura ascends 
toward space —- Quatro will fly a shuttle between them. Titan 
mobile 


suits, led by Yazan's Gyroplane, attack as the shuttle comes in 
range. 

Emma leads a counterforce in the Mark-II, but Bright is still 
forced to 

move the R-Gamma ahead of schedule. 


Gerold and Moira lead a squad of High Zacks in their Gav-3s. Sara 
is in 

a High Zack armed with a Mega Bazooka, Moira has the booster pack 
for 

it. Sara is so intent on destroying Z-Gundam that she 
unconsciously 

broadcasts her intentions in a wave of New Type energy. Katsu and 
Emma 

respond, forming Super Gundam and sending a warning to Camille, 
who's 

attention is being distracted by Gerold until Sara is ready to 
fire. 


Camille disrupts Sara's concentration with the same New Type 
mental 

contact he used on Four in Psycho Gundam. Sara's shot goes wild, 

destroying Quatro's shuttle. The crew compartment is intact, 
however, 

and the R-Gamma picks it up as the Titans retreat. 


Sara, like Four, is both disturbed and intrigued by the intimate 
contact 
with Camille, who is now trying to make up with Farrah. 
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Quatro brings Bright a message from Mirai and the children, 
relayed to 
him by Hyato aboard the Audomura. 


Episode 28: "Jupiteris Infiltration" 


Quatro, Bright and Henken discuss their campaign on Earth and the 
nat information on the Titan's new variable mobile suits. Raquel 
eee an old Gregg salvaged from the derelict EUG ship Republic to 
ely Jupiteris, where she will present herself as a stateless refugee 

survivor of a deep-space accident. 


Camille fears for Raquel's safety after the Jivaro fiasco, but 
Farrah 

defends her -—- Raquel knows what she's doing. Later, Raquel admits 
to 

Farrah that part of the reason she's taking the mission is to 
regain her 

confidence. Farrah becomes jealous when Camille goes out in Z- 
Gundam to 

fly escort for Raquel. 


Aboard the Dogoth Gaia, Scirocco continues to charm Sara as her 
training 

nears completion. The Titans track Raquel's approach and Sara goes 
out 

in the Methuselah. 


Camille watches from an asteroid as Raquel enters the Jupiteris, 
where 
her cover story is accepted. 


Scirocco visits the Jupiteris on an inspection tour. Sara 
discovers Z- 

Gundam at the same time that Scirocco discovers Raquel. As Sara 
closes 

in on Camille, she is attacked in turn by Farrah, who has followed 

Camille in the Metis. Raquel escapes as the Methuselah is damaged 
and 

forced to retreat, but the Metis is crippled and has to ride back 
to the 

R-Gamma on the back of Z-Gundam in its Wave Rider mode. 


Aboard the R-Gamma, Raquel sketches the mobile suits she saw on 
the 

Jupiteris for Bright, but is unable to get the handsome and 
charismatic 

Scirocco off her mind. 


Episode 29: "SIDE Two Crisis" 


Rhodesia orbits the Moon over Von Braun City as R-Gamma goes on 


alone to 
SIDE 2, where a minor revolt is in progress and a Titan raid is 
expected 
at any time. Quatro takes the Type-100 to Von Braun City to brief 
AEUGO's backers on his mission to Earth. Bright gets word that the 
Alexandria carries the same G-3 nerve gas used on Bunch 30. 


Camille is teased for hanging around waiting for Raquel and goes 
to see 

Farrah, who has been given charge of the refugee children Shinta 
and 

Kumu now that Raquel has returned. 


Gerold briefs his troops on their mission at Bunch 25 (SIDE 2) —- 
they 
will indeed be using G-3. 


The mayor of Bunch 25 is having second thoughts now that the Titan 
force 
is known to be on the way. 


The Alexandria approaches the colony disguised as an asteroid. The 

R-Gamma opens fire on it and launches Camille in Z-Gundam and 
Raquel in 

the Metis as the Titan High Zacks attach the G-3 canister to Bunch 
25's 

hull. Gerold's Gav-3 goes after Z-Gundam, taking the battle into 
the 
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colony. 


Katsu, in a Nemo, prevents Moira's Gav-3 from destroying Z-—Gundam. 
Raquel destroys the G-3 canister and the Titan forces withdraw. 


The R-Gamma docks with the colony and Bright lectures the mayor on 
the 


futility of trying to deal with the Titans. 


Episode 30: "Gerold's Special Attack" 


Quatro and Juan wait at Von Braun City to discuss using the former 
Zion stronghold as a central base for AEUGO with Mariner Hugh 
Carbine. 


Yazan leads a mobile suit strike force against the R-Gamma and Z- 
Gundam. 

Moira counsels Gerold to curb his obsession with vengeance -—- 
against 

Yazan as well as Camille. 


Bright reprimands Camille and Farrah for letting the children get 
into 
the mobile suit launch bay. 


Gerold and Moira wait in ambush in the remains of a derelict 
colony 

while Yazan and the rest of the Titan force herds the R-Gamma 
their way. 

A Titan fleet is detected by the R-Gamma's radar just as it 
launches its 

own mobile suit force and both the R-Gamma and the Rhodesia 
retreat 

toward the abandoned colony. 


Camille and Farrah turn back to defend the ships while Emma and 
App ley 

lead the AEUGO counterforce against Yazan. Gerold and Moira spring 
their 

trap, focusing on the R-Gamma. 


Z-Gundam squares off against Gerold's Gav-3 while Farrah's Mark-II 
keeps 

Moira's Gav-3 at bay. Camille retreats into the colony to draw 
Gerold 

away from the R-Gamma. 


Farrah sees Haro floating near a breach in the R-Gamma's hull and 
goes 

after it to make sure the children are okay. Camille goes to help 
her 

and almost gets her killed by Gerold and Moira. As Farrah is 
wounded by 

their crossfire, Camille's New Type power explodes in a burst of 
rage, 

destroying half the Titan mobile suits. 


A mental warning from Emma saves Camille from Gerold's Mega 
Cannon. 

Camille counters with the Mega Bazooka, but Moira shields Gerold 
with 

her Gav- 3, taking the full force of the blast herself. Gerold 
attacks 

the R-Gamma in a mindless rage, only to have his Gav-3 shot to 
pieces by 

Emma. 


Yazan accepts that the plan has failed and retreats. Gerold sees 
an 

apparition of Moira as his drifts into deep space in his wrecked 
Gav-3. 


Bright thanks Emma for saving the R-Gamma, but she credits 
Camille. 
Farrah is recognized for her devotion to the children. 


Episode 31: "Half-—Moon Love" 


The R-Gamma returns to Von Braun City for repairs and supplies. 
Shinta 

and Kumu sneak off while Farrah talks to Appley and tell Torres 
they're 

going outside. 
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Sara leads a squad of Hammurabi (RX-139) mobile suits to the edge 
of Von 

Braun and infiltrates the city alone carrying a time bomb. 

Farrah goes to Camille's cabin, frantic because she can't find the 

children. Camille goes with her to look for them as Sara searches 
for 

Gate 5, her target. She feels a flash of New Type power and 
recognizes 


Camille, taking cover in a dress shop. 

Later, as Sara recalls their last encounter, Camille feels the 
same New 

Type tremor, which reminds him of Four Murasame. He and Farrah 
split up 

to widen the search as Sara knocks out a guard and plants the 
bomb. 


Camille has visions of Four that lead him right to the fleeing 
Sara, 

whom he quickly captures. Sara feeds him a line about wanting to 
defect. 

Camille agrees to discuss it over ice cream. Farrah confronts 
Camille at 

the ice cream stand, demanding they return to the R-Gamma 
immediately. 

Camille tells her he can't go back just yet and to relay this to 
Bright, 

then returns to Sara. They enjoy the ice cream and a walk in the 
park 

until Sara breaks down and tells him about the bomb. 


Camille calls Farrah on a nearby PA system and, while Farrah goes 
to 

warn Bright and the R-Gamma, he and Sara go to disarm the bomb. 

The R-Gamma is moments from launching when Camille gets to the 
bomb, 

then loses it down the ventilation shaft. Sara tries to run, but 
Camille 

decks her and carries her into the now-deserted park —- everyone 
else 

has evacuated. Appley picks them up in the Rick Deus and joins the 

R-Gamma, as the bomb destroys the spaceport and Sara's Hammurabi 
squad 

attacks. Farrah is still worrying about the children as she 
launches in 

the Metis, along with Appley in the Rick Deus and Camille in Z- 
Gundam. 


Sara's restraints fail when the R-Gamma takes a hit and she 
escapes with 

just her space suit and jetpack. Farrah sees her escaping and 
blames her 

for the children's disappearance. 


As Sara is picked up by one of her Hammurabis, she psychically 
taunts 

Camille -- the ice cream was delicious. Camille curses his 
stupidity and 

tries vainly to shoot them down. 


Back on the R-Gamma, Farrah finds the children playing in the 
shower, 
but is too relieved to be angry. 


Episode 32: "Mystery Mobile Suits" 


As repairs proceed aboard the R-Gamma, Juan orders an AEUGO 
offensive 

against the Titans. Bright worries that such an action might 
provoke the 

hitherto-neutral Axis to takes sides against them. 


Camille frets because Farrah spends all her time with the 
children. Juan 

finds him moping in the corridor and puts him to work prepping Z- 
Gundam 

for battle. In the mess hall, Raquel can't eat and rebuffs both 
Quatro 

and Camille. 


Aboard the Dogoth Gaia, Scirocco warns Sara to watch herself 
around 
Yazan, who seems to be everywhere these days. 


After consulting with Quatro, Bright agrees to attack the Dogoth 
Gaia. 

Quatro plans a sniper attack using the Type-100 and Mega Bazooka, 
but 

Raquel will have to set up the shot for him and provide additional 
power 
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from her Gregg's batteries. 


Scirocco gives Yazan a Hammurabi as they join forces, but Sara 
worries 


about this uneasy alliance. 

Camille leads a head-on assault against the Dogoth Gaia while 
Quatro and 

Raquel snipe from the rear. Yazan launches just before Quatro's 
first 

shot destroys the launch ramp. 


Raquel senses Scirocco's presence and flies off toward the Dogoth 
Gaia 

to join him. Yazan closes with Camille, his Hammurabi mauling Z- 
Gundam. 

Raquel intervenes, almost taking a shot meant for Yazan, and 
Scirocco 

recognizes her Gregg from the Jupiteris encounter. Camille and 
Raquel 

are forced back by Yazan, who destroys Raquel's Gregg. 

Camille picks Raquel up as she ejects, but Z-Gundam is 
defenseless. As 

Yazan closes in for the kill, a hundred Gaza-C (MMT-1) mobile 
suits 

appear and drive the Titans off. They surround both the Dogoth 
Gaia and 

the R-Gamma, which call a truce until the mystery suits are dealt 
with. 

Scirocco is unconcerned —— he recognizes the newcomers and shares 
their 

ambitions. 


Aboard the R-Gamma, Raquel and Camille call it even on saving one 

another's lives. Quatro also recognizes the Gaza-C mobile suits 
and is 

not so self- assured. 


Episode 33: "Axis Messenger" 


Juan leads Bright, Quatro, Raquel and Camille from R-Gamma to the 
Axis 

mothership Guardian. Camille and Quatro register a powerful New 
Type 

presence as they near the ship. 


The AEUGO delegation is met by Hamon Karn and two guards in Zion 
uniforms and conducted to an audience chamber decorated with Zion 
imperial emblems. 


A little girl occupies the throne: Minerva Zabi, last of the 
dynasty 

that ruled Zion during the One Year War. She recognizes Quatro as 
her 

father's friend, Char Aznable, exposing his identity. She dreams 


of 

restoring the Zion Empire under the Zabi rule. Quatro tells her 
this 

isn't possible, that Hamon has been deceiving her with false 
hopes. 


Hamon has the entire delegation arrested and put in the brig. 
Juan's 

fury over Quatro's deception prompts Quatro to stage a fight with 

Camille to distract the guard. The party escapes, but Quatro goes 
off on 

his own to find Hamon. Bright sends Camille and Raquel after him. 

Minerva is upset by Quatro's accusations, which Hamon counters by 

denouncing Quatro as a traitor. Camille and Raquel intervene and a 
gun 

fight ensues. Raquel takes a shot meant for Quatro. The three 
AEUGO 

delegates manage to escape in Zion spacesuits, rescue the others 
from 

the brig and get them safely to their shuttle in the launch bay. 


The bridge crew of the R-Gamma, unsure of what has happened, 
Launch 

inflatable facsimile asteroids to confuse the Guardian's radar and 
hide 

both the escaping shuttle and the R-Gamma itself. 


Camille in Z-Gundam, Raquel in the Metis and Quatro in the 
Type-100 

launch to cover the R-Gamma's escape, just as Yazan attacks with a 
full 

squadron of Hammurabi mobile suits. 
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Z-Gundam is caught by a triad of mobile suits using electrified 
snare 


lines, but is rescued by Raquel. Raquel is then distracted by a 
New Type 

flash of Scirocco and almost gets killed by Yazan. She is saved by 
a 

squad of Nemos led by Emma in the Mark-II and Katsu in the G- 
Defenser. 

Badly damaged, they all return to the R-Gamma. 


Aboard the Guardian, Scirocco swears allegiance to Minerva and the 
Zabi 
dynasty. 


Farrah and Camille have a happy reunion aboard R-Gamma while 
Quatro 
broods over Hamon. 


Episode 34: "Space Call" 


On the Rhodesia, Emma makes a date with Henken. In the R-Gamma 
mobile 

Suit launch bay, Camille asks Quatro how Raquel is doing. This 
surprises 

Torres, who laughs at the idea of Quatro and Raquel as an item. 
Camille 

asks Farrah to check up on Raquel for him. Farrah and Raquel talk 

Raquel recalls her youth fighting the EUG and the death of her 
first 

love. 


Aboard the Dogoth Gaia, Yazan is unhappy with the alliance with 
the Axis 

and leads another attack of his own against the R-Gamma, deploying 

inflatable facsimile Marseilles to confuse the AEUGO forces. 

Camille in Z-Gundam, Quatro in the Type-100, Emma in the Mark-II 
and 

Raquel in the Metis launch to defend the R-Gamma. Raquel is still 

hampered by her injured arm and is quickly ambushed. Quatro saves 
her, 

but is called off with Camille to counter what appears to be 
another 

squad of mobile suits. Raquel is still in a daze, but Camille 
Snaps her 

out of it. 


Aboard the R-Gamma, Bright appraises the situation and 
countermands 

Juan's orders as Raquel and Camille discover the Titan trick. 
Raquel and 

Yazan experience a New Type reaction as he destroys her Metis. She 


ejects, allowing herself to be captured by Yazan and taken to 
Scirocco. 


As the R-Gamma docks with the maintenance ship La Vienne Rose, 
Raquel is 

presumed dead and Camille is furious with Quatro for allowing her 
to 

fight before she had fully recovered from her wounds. 


Episode 35: "Storm Over Kilimanjaro" 


The Rhodesia leaves the R-Gamma with La Vienne Rose. Petty 
quarrels 

ensue aboard R-Gamma: Shinta and Kumu break Haro, Camille is too 
busy 

writing reports for Bright to be bothered fixing it at first and 
snubs 

Quatro on his way to repair it later, Farrah is upset with Camille 
for 

his childish actions toward Quatro since Raquel's loss. 


Quatro and Bright meet to discuss an assault on the new Titan base 
atop 

Kilimanjaro. The Club will attack it with Daisy (MSK-@08) mobile 
suits 

and flying sleds while the R-Gamma supplies orbital and aerial 

reconnaissance and high-altitude air support. 


As the R-Gamma departs, Juan stays behind at La Vienne Rose. 
During the 

mission briefing, Camille interrupts Quatro with an angry outburst 
about 

Raquel. Farrah shuts him up, prompting him to walk out. Alone in 
the 
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corridor, he has a vision of Four that mellows him enough to 


apologize 
to Farrah later. 


Near Earth, Yazan attacks the R-Gamma with the Barsoom (RMS-154) 
mobile 

suits developed at Kilimanjaro. Yazan cripples Quatro's Type-1@0, 

sending it plunging into the atmosphere, but Camille uses Z—Gundam 
in 

Wave Rider mode as a re-entry shield. 


Camille and Quatro land near Kilimanjaro, where the Audomura has 
begun 

the assault. Jamitoff sends Psycho Gundam out to defend the base. 
Quatro 

and Camille find their way in through a heat exhaust vent under 
the lake 

and encounter intense New Type power. Four is alive and being 
"enhanced" 

with drugs and shock therapy. Quatro and Camille narrowly escape 
after 

a confrontation with Jamitoff and a skirmish with Four in Psycho 
Gundam. 


Episode 36: "Four To Infinity" 


In tents set up in the shelter of the Type-10@ and Z-Gundam, 
Quatro and 
Amuro plan their next assault on the Kilimanjaro fortress. 


Camille and Four are drawn together by their New Type affinity, 
which 

compels Camille to sneak into the complex in search of her. This 
time, 

Four recognizes him and both are so happy at being reunited that 
they 

forget all danger. 


Gerold, on crutches as he recovers from his injuries, sees them in 
the 

corridor, but can't keep up with them. A frustrating game of tag 
ensues 

as he alternately spots and loses them. Four's memory is unstable 
and, 

as Camille is talking with her in her room, she suffers a 
paralyzing 

headache. 


Camille gets Four's medicine from the night stand, then helps her 
to 
sick bay when the pain persists. Gerold spots them in the corridor 


again 

and follows. Namikar recognizes Camille and tries to sound the 
alarm, 

but Camille smashes the intercom and forces her to help Four. 
Camille 

finds Four's medical profile in the computer and learns that the 

headaches and amnesia are side effects of the New Type enhancement 
and 

conditioning process. 


Gerold appears and tries to arrest Camille, but is overpowered by 
Four. 

Camille and Four escape with Gerold in pursuit as Quatro, in the 

Type-10@ with the Wave Rider as a flying sled, leads an attack 
squadron 

of Daisys with flying sleds. Gerold corners the fugitives ona 
cliff and 

is almost killed when Camille throws him over the edge. 


The groundbursts from the battle trigger Four's operant 
conditioning —- 

Camille is her sworn enemy! Her enhanced power manifests as she 
rebuffs 

Camille and summons Psycho Gundam. Gerold makes it to the mobile 
suit 

hangar and commandeers the just-finished Byron (RX-160) prototype 
to go 

after Camille as Four boards Psycho Gundam to do the same. Quatro 

arrives and drops the Wave Rider, which Camille boards and 
converts to 

Z-Gundam. 

Meanwhile, Jamitoff boards a space shuttle to evacuate 
Kilimanjaro. 

Quatro tries to stop him but is blocked by Four, whose New Type 
power is 

now fantastically strong. Quatro is rescued by Amuro's Daisy as 
the 

shuttle Launches and the fortress begins to self-destruct. 
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Four's personality changes again as the base blows up, losing both 
her 

fanatic hatred of Camille and her amplified New Type powers. She 
uses 

the last of her strength to throw Psycho Gundam between Gerold's 
Byron 

and Z— Gundam in a replay of Moira's sacrifice. Four is thrown 
from the 

wreckage and Camille goes to her, only to have her die in his 
arms. 


Quatro and Amuro are reminded of the death of Larar Sun, who died 
trying 

to stop their duel and bring them together during the One Year 
War. They 

prop Z-Gundam up between their two mobile suits and fly Camille 
and 

Four's body back to the Audomura as the Kilimanjaro fortress 
crumbles 

into smoldering ruin behind them. 


Episode 37: "Dakar's Day" 


Gerold is aboard the Garuda superplane pursuing the Audomura, 
which is 

en route to Dakar to interrupt an Assembly meeting and use its 
global 

broadcast facilities to voice AEUGO and Club grievances. Irma 
charms her 

way past the young Titan pilot Aegis to rendezvous with Quatro, 

air-lifted by Amuro's Daisy and flying sled. 


While Irma holds the Assembly at gunpoint, Quatro takes the podium 
and 

reveals his true identity, saying he speaks not as Char Aznable of 
the 

Zion Empire but as the son of Deacon Zion. Zion didn't set out to 

satisfy personal ambitions, like the Zabi dynasty that murdered 
him and 

stole his name, but to step into the sky for the true advancement 
of 

mankind. "Not to abandon Earth, as Earth is our mother, we must 
now go 

out on our own!" 


The broadcast is seen by Aegis, who spots Irma, and by Sarah Math, 


the 

alias of Char's younger sister Artesia. Aegis and his cohort 
launch 

their Ashemores just as Gerold takes off in the Byron with a 
squadron of 

Custom High Zacks (RMS-106CS). 


During the dogfight over the city, one of the Ashemores is hit and 
only 

Aegis' timely assistance keeps it from crashing in downtown Dakar. 
Aegis 

can't hold it and both are about to crash when Camille rescues 
them in 

Z- Gundam. 


Gerold attacks viciously, tearing up a downtown city block to get 
at Z- 

Gundam. As he closes in for the kill, he is attacked in turn by 
Aegis' 

Ashemore ——- his way of repaying Camille's earlier rescue. 

Irma hears the battle raging outside the Assembly and takes a 
cameraman 

to the roof. There they broadcast evidence of Titan ruthlessness 


as 

Gerold attacks Aegis's Ashemore. 

The Club and AEUGO forces make a safe retreat as the EUG Assembly 
and 

the world at large officially condemn the Titan's actions. Amuro 
and 


Quatro are now truly on the same side. 


Episode 38: "Raquel's Sign" 


Gerold continues his pursuit of the Audomura. The Titans attack 
just as 

final preparations are underway for Quatro and Camille to launch a 

two-man shuttle back to the R-Gamma. The blast from the shuttle 
blows 

Gerold's Byron off its sled, making him an easy target for Amuro's 

Daisy. 
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The waiting R-Gamma is also under attack by the Titans, led by 
Yazan. AS 

the shuttle nears rendezvous, Shinta and Kumu sneak aboard the 
Metis and 

take off to help them. Bright sends Farrah to regain control of 
the 

Metis while Quatro sets up the Mega Bazooka in the shuttle cargo 
bay. 


Raquel is aboard the Titan battleship, giving tactical advice. 
Camille 

and Raquel sense each other's presence and Camille upsets Quatro's 
aim 

as Raquel warns the Titan captain. Quatro's shot barely misses the 
Titan 

ship, which retreats. 


Aboard the R-Gamma, Appley mourns a fellow pilot killed by Yazan's 
Hammurabi. Bright welcomes Quatro and Camille, who's disturbed by 
Raquel's reappearance as an enemy. 


Episode 39: "Lakeside" 


The R-Gamma returns to Bunch 25 (SIDE 2) for supplies. Camille and 
Farrah take the children on a sightseeing excursion of the colony. 


The Titans regroup at Grips 2 (SIDE 7) while Jamitoff and Basque 
plan 
their next move against AEUGO with Scirocco. 


Rosamia is sent as a spy to Bunch 25. She is drawn to Camille, 
whom she 

insists is her brother, and forces herself on the party, refusing 
to 

part company with him. 


During a rustic wagon-ride, Rosamia shows Camille a picture of her 

family, from whom she was separated during the One Year War. The 
boy she 

identifies as her brother could easily be mistaken for Camille. 

Quatro, patrolling in the Type-100, is attacked by a pair of 
Custom High 

Zacks. Camille senses Quatro's situation and takes everyone on a 


boat 

ride on the lake -- Camille and the children in one boat, Farrah 
and 

Rosamia in the other. A stray shot holes the colony and the battle 
moves 

inside. 


At the lake, Camille and Rosamia trade places and he and Farrah 
row into 

the reeds. Rosamia gets Minerva to join her and the children, much 
to 

Hamon's dismay. Hamon and Camille catch sight of each other as the 

battle enters their area. 


Another wild shot blows a hole in the "bottom" of the lake, with 
life- 

threatening results for everyone. Hamon reclaims Minerva and gets 
away 

while Quatro repairs the hull. 


Aboard the R-Gamma, Camille introduces Rosamia while Farrah looks 


on 

with obvious jealousy for the sexy newcomer's open displays of 
sisterly 

affection. 

Episode 4@: "Grips Debut" 

The R-Gamma prepares to attack Grips 2 before the Colony Laser can 
be 


deployed. Rosamia, like her predecessor Four, displays wild mood 
Swings 

and headaches, behaving childishly much of the time. She 
especially 

displays a childish fear of doctors, which makes Emma suspicious. 


At Grips 2, Raquel is enchanted by Scirocco, who gives her the 
Methuselah to lead a squad of Barsooms against the R-Gamma. 
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Camille recognizes the Methuselah, which was last piloted by Sara. 


He 

and Emma are shocked to learn that it's now piloted by Raquel, who 
is 

unhappy about changing sides but certain of Scirocco's success. 

Z-Gundam pins the Methuselah against an asteroid and Camille tries 
to 


talk to Raquel, but she rejects him and escapes. 


Basque fires the Colony Laser at SIDE 2, destroying Bunch 18 the 
same 

way Giren Zabi destroyed the Peace Conference during the One Year 
War. 

Everyone aboard the R-Gamma witnesses the destruction and the ship 

retreats with morale at an all- time low. Raquel is disturbed by 
the 

senseless deaths and her part in making them possible as Camille 
vows to 

avenge all who have died at the hands of the Titans. 


Episode 41: "The Awakening" 


Rosamia refuses to see the doctor until Shinta and Kumu convince 
her by 
example that there's nothing to fear. 


Aboard the Dogoth Gaia, Basque orders Raquel to prove her new 
loyalties 
by leading an attack on Bunch 21 (SIDE 2). 


Raquel's Methuselah and the pair of High Zacks with the G-3 nerve 
ne bomb are detected by the colony and intercepted by a squad of 
ae orrer in Z-Gundam and Emma in the Mark-II take off to join them, 
Quatro stays behind to keep an eye on Rozamia. 


Using the children as a diversion, Rosamia takes a Nemo (which she 

derisively calls "A simple machine!") and chases after her 
"brother" 

with Quatro close behind in the Type-100. 


Meanwhile, the G-3 is released into Bunch 21 with deadly effect. 
Camille 
senses the deaths of the eight million inhabitants. 


Battle is joined. Camille sees Raquel in the Methuselah, but is 
accosted 

by Rosamia before he can confront her. Camille and Rosamia enter 
Bunch 

21 through a breach in the hull. Rosamia witnesses the mass murder 
as 

Camille exacts a measure of revenge by blasting the High Zacks. 
Quatro 

confronts Raquel, but can't bring himself to stop her. 


Rosamia, like Four, falls victim to her programming and suddenly 
sees 

Camille as the Enemy. Emma keeps Rosamia from killing Camille, who 
stops 

Emma from killing Rosamia. Raquel and Rosamia escape, leaving 
Camille 

and Quatro to reflect on the consequences of their actions. 


Episode 42: "Goodbye Rosamia" 


Threatened by the Colony Laser at Grips 2, the citizens of Granada 

evacuate through underground tunnels while the R-Gamma and 
Rhodesia dock 

with La Vienne Rose for supplies. 


Camille, Emma, Farrah and Quatro meet with the doctor, who tells 
them 

that Rosamia is an artificial New Type. The Titans have given her 
false 

memories in hopes of preventing the personality breakdown that 
destroyed 

Four, but their plan backfired when Camille turned up looking like 
her 

fictitious older brother. The similarity of surnames -—- Vidan and 
Vadam 

—- may also have been a factor. In any case, Rosamia is both a 
powerful 

and inherently unstable New Type. 
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Aboard the Dogoth Gaia, Basque orders a test of the Bound Dock 
(NRX-@55 ) 
with Rosamia as pilot. 


AEUGO goes on the offensive to keep the Titans too busy to use 
their 

Colony Laser, attacking a flotilla en route to Bunch 13 (SIDE 2). 

Rosamia attacks Farrah's Metis, but is driven back by Z-—Gundam. 
Rosamia 

is torn between her conditioned hatred of Z—Gundam and her 
imp Lanted 

love of her "brother" Camille. As they drift into Bunch 13, he 
tries to 

win her over, citing how much she is missed by her playmates Kumu 
and 

Shinta. 


Meanwhile, Quatro finds a pair of High Zacks attaching a G-3 gas 
bomb to 
the hull and blasts it. 


Camille almost wins Rosamia over, but her controllers arrive ina 

prototype Bound Dock and activate the psycho-wave amplifier used 
with 

Four at Kilimanjaro. Rosamia tranforms her Bound Dock into its 
grotesque 

combat mode, a mechanical monster four times the size of Z-—Gundam, 
but 

as before Camille can't bring himself to kill her. 


Quatro fires on the controller's Bound Dock and disables the 

psycho-wave. Rosamia loses her fighting spirit and both Bound 
Docks 

retreat. 


Basque returns to Grips 2 and the deadly Colony Laser. 


Episode 43: "Hamon's Sneer" 


During a lull in the fighting, Camille is summoned from the rec 
room to 

the bridge for an important assignment. He is to carry an offer of 

alliance to the Axis. Katsu objects openly and is thrown into the 
brig 

along with Shinta and Kumu, who joined in his disruption. 


Camille flies Z-Gundam under a flag of truce to the Guardian, 
where he 

is greeted royally by Hamon. AEUGO is asking for her assistance in 

destroying the Colony Laser that threatens them both. 


Hamon flies to the R-Gamma in her new mobile suit, the Kublai 
(AMX-004), 

and agrees to the alliance on the condition that "Zion" (SIDE 3) 
is 

"restored" to the Axis and that "Char Aznable" acknowledges 
Minerva 

(and, by implication, Hamon) as its rightful ruler. Quatro 
reluctantly 

agrees. 


At Grips 2, Basque is preparing to fire the Colony Laser at 
Granada. 

Farrah joins Katsu and the children in the brig to watch over 
them, 

which insults Katsu no end. The R-Gamma's mobile suits spearhead 
the 

assault and, sensing that the tide is turning against them, Farrah 
and 

Katsu join them. 


The Guardian fires a broadside that disables the Colony Laser's 
core 

pulse engine, preventing it from rotatating for a clear shot at 
Granada. 

Hamon has kept her end of the bargain and saved the day. 


The R-Gamma links up with the Guardian for Quatro's promised 
audience 

with Minerva and Hamon. "Char Aznable" pledges allegiance to Zion, 
but 

"Quatro Virginia" recalls his repeated disclaimer: "I am QUATRO 
now!" 
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Episode 44: "Zedan's Gate" 


Hamon requests a meeting with Jamitoff aboard the Zedan's Gate 
(Luna-2). 

The R-Gamma follows the Guardian as a backup. 

Aboard the Jupiteris, Scirocco assigns Sara to an attack mission 
in the 

new Volinork Samarn (PMX- 002) while he and Raquel go to defend 
the 

Zedan's Gate. 


The R-Gamma detects Sara's approaching mobile suit and Camille 

intercepts it in Z-Gundam. He and Sara battle until he corners her 
in an 

abandoned outpost. 


Meanwhile, Hamon meets with Jamitoff aboard the battleship Helios. 

Jamitoff offers an alliance with Zion, but Hamon is skeptical. Her 

Suspicion is justified by an assassination attempt, which she 
escapes in 

part because she expected it. 


Gerold in the Byron leads an attack on the Guardian and Hamon 
Summons 

the R-Gamma for reinforcements. Camille joins the fight with Sara 

imprisoned at his side aboard Z-Gundam. Sara senses Katsu piloting 
the 

Metis. The battle is violent, with heavy Losses on both sides. 


Sara and Katsu meet again as she is interned aboard the R-Gamma 
but, 

even though they are separated by great distance, Sara is still 
subject 

to the power of Scirocco's will. 


Episode 45: "Heaven Arrives" 


Hamon declares that the Axis will defeat the Titans at the Zedan's 
Gate. 

Having seen the Axis' superior forces, Jamitoff writes the Titan 
base 

off and orders the EUG forces to evacuate. Scirocco sends Raquel 
in the 

Pallas Athene (PMX-100) to rescue Sara. 


Aboard the R-Gamma, Katsu watches Sara on the monitor and broods 
over 


the circumstances that have made them enemies. Camille's attempt 
to set 
him at ease only upsets him further. 


Raquel observes from an asteroid as the R-Gamma sets up for a 
barrage of 

the Zedan's Gate. As the R-Gamma mobile suits launch their attack, 
she 

makes hers. Camille senses her presence and tries to stop her, but 
he's 

too far away. Even so, he tries to warn her off via their New Type 

affinity. 


Raquel's attack allows Sara to escape and get to her mobile suit. 
Katsu 

senses her escape and goes after her while Farrah battles Raquel. 
They 

end up grounded near the Titan base, where they talk briefly about 

Raquel's defection. 


Katsu catches up to Sara, but is attacked by Gerold. Appley tries 
to 
help Katsu, but gets between them and is killed. 


Appley's death triggers Camille's berserker rage. The overwhelming 
AEUGO 

and Axis forces soon destroy the Zedan's Gate, but Gerold manages 
to 

escape with Raquel and Sara. 
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== HAJA TAISEI DANGAIO == 
== (Great Star Destroying Evil: Accusing Phoenix) == 


== by Alara Rogers == 


A young woman awakes, to an attack by a bizarre mecha. She backs 
away, 

screaming, "Someone! Help me!" and someone does. A bolt of golden 
light 

destroys the mecha, containing within it a young man. They 
introduce 

themselves—-she is Mia Alise, he is Loru Kulan--and a voice 
announces to 

them that the asteroid they are on will explode. This is a test, 
the 

voice says. 


Down the darkened corridor, Mia and Loru see flashes of Light. 
Mecha 

fall, brought down by bolts of light, and a young girl on the 
floor 

weeps as she fires bolts from her fingers. She is Lamba Nome, the 
third 

of their group. 


At the end of the corridor, a mecha blocks them. Before any of 
them can 

do anything to it, its head is torn off and crushed by a scantily 
clad 

young woman, the superstrong Py Sander. They head out into the 
sunlight, 

and plan to fly off the asteroid using vehicles there--but more 
mecha 

attack. Loru is exhausted. Lamba's run out of power. Py shouts at 
Mia, 

"Use your power!" 

Mia hesitates, obviously terrified of the prospect, as Py shouts 
at her. 

But a bolt of energy builds in a mecha's cannon, and fear of the 
mecha 

overwhelms Mia's fear of her power. There is a violent explosion, 
Mia 

the telekinetic at the center destroying all the mecha. 

This is Dangaio. 


Characters 


Mia Alise: red-haired. Looks rather like Sepia in Iczer-1. At 
first, she 

seems to be a typical wimpy anime woman, but it soon becomes 
evident 


that she is the strongest of the four-—and not just in terms of 
power. 
Telekinetic, telepath, god only knows what else. 


Loru Kulan: Black-haired, typical innocent anime hero. Loru is 
very open 

and friendly and occasionally klutzy, except when piloting 
Dangaio. 

Superfast, generates a golden invulnerability forcefield when 
running. 


Lamba Nome: wimpette. Pale blue-green hair, body of a 16-year-old, 
face 

and emotional makeup of 12 or younger. Looks like Sayoko from 
Iczer-1. 

Laserbolts from fingertips. 


Py Sander: Blue-black, fluffy hair, looks like a cross between 
Iczer-1 

and the She-Hulk, wears noticeably less than the others. Tough and 

vicious, at first she seems to be the leader-type, but her 

impulsive-ness and her doubts about her true nature definitely 
mark her 

as the group's loner-type. Superstrong. 


Passing the test, they are brought before the aged, elfin and 
somewhat 

gross- looking Dr. Tarsan, who claims he made them. They are 
artificial 
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humanoid esper weapons, he says, which he's planning to sell to 
the 

Vankar pirates. Two of their predecessors, blond, vicious Gil Bark 
and 


a blue-haired woman who looks like a cross between Iczer-2 and 
Cobalt, 

named Dira, stand guard as Tarsan speaks. But Mia experiences a 

flashback to a Life somewhere, somehow else, and knows without 
knowing 

how that she comes from Earth. Unbeknownest to her, she 
telepathically 

broadcasts her doubts to the others. 


Later, in her room, Mia wonders at Tarsan's words. If they were 
created 

by Tarsan, why does she remember another life? Gil Bark comes in-- 
he, 

too, picked up her broadcast, and tries to kill her in jealousy. 
He 

wants to work for the Vankar, and she, who's going to get the 
honor, 

doesn't want it. At first, it appears Mia cannot muster the will 
to 

fight--but eventually she slams Gil into the wall, proving she can 
use 

her power on less than asteroid-destroying scales. The other three 

enter. Py tells Mia that the three of them picked up Mia's 
flashback as 

well, and that they will all accompany her to Earth. 


Dr. Tarsan does not take the news that the four have escaped very 
well. 

Tarsan dispatches Dira to Earth, and takes Gil Bark in with him to 
speak 

to the Vankar, who turn out to be a hall of disembodied heads and 
a 

giant mecha with a human mind. The Vankar are the most feared 
pirates in 

Space, a vast fleet, and those who earn their wrath do not long 
Survive. 

These beings terrify Tarsan. They do not so much terrify Gil, who 
boldly 

offers his services to the Vankar. He will go to Earth and kill 
the 

traitorous four, and he removes his left eye as a sign of his 
loyalty. 


The Dangaio team head for Earth, Loru pointing out that they'd 
have been 

safe if they stayed with Dr. Tarsan and getting three very hard 
glares 

in responses. They land in a desert, where Dira and a mecha with 
an 

alien mind and face named Yorudo attack the four. Loru is very 


swiftly 

taken out-he leaps at Dira's ship, and she moves it, causing him 
to 

smack headlong into the sand. Lamba's power has run out again, and 
Mia 

is occupying all her time trying to get Loru to wake up, which 
leaves Py 

to deal with Yorudo. She kills him, and sees as he dies a vision 
of her 

own true nature. Dira, griefstricken and furious, drops a bomb on 
them. 

Mia stops it, causing it to explode--but as Dira's ship is 
destroyed as 

well, Mia cries, "No!" and teleports into Dira's ship. She returns 
ina 

force bubble, carrying an unconscious Dira. 


Dira awakens, confused. She asks Mia, "Why did you save me?" and 
Mia 

replies, "No one must die because of me. I won't allow it." 
Finding a 

worthy person in the answer, Dira admits to them that they were 
not 

created by Dr. Tarsan. They are powerful espers from different 
worlds. 

But when Lamba asks her where Lamba's own homeworld is, Dira 
whispers, 

"Homeworld..." and her body begins to dissolve. 


Gil Bark lands on Earth, in his mecha the Bratty, amidst general 

destruction. Meanwhile, Py takes Loru captive and takes off in 
Dira's 

ship, to the consternation of Mia and Lamba. She brings Loru and 
herself 

to the Vankar, and addresses the giant mecha-leader, Captain 
Garimos, as 

Father. This is the vision she had when she killed Yorudo--she is 

Garimos's daughter. The hatch of the mecha opens, revealing 
another 

disembodied head. Py tells him that she regrets her treachery, and 
she 

wants to serve him, her father. He orders her to prove her loyalty 
by 

killing a terrified Loru. 
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Mia and Lamba go back to the Darudal, Tarsan's ship, and force him 
to 

tell them where Py went--was she formerly one of the Vankar? 
Apparently 

Garimos had given his daughter to Tarsan to make into a weapon. 
They 

race to the rescue in their plane-shaped mecha, as Py advances on 
Loru 

with a sword. But she finally decides she will not do it--even if 
she 

must turn against her father, she will not murder her former 
comrade. 

Her father, furious, strikes out at her and Loru. Mia and Lamba 
arrive 

and save the day, and Tarsan calls them, telling them about Gil 
Bark's 

attack on Earth. 


On Earth, Gil is destroying everything in sight, for the sake of 
his 
hatred for Mia. The four see him, and their plane-mecha unite into 


giant mecha--Dangaio-—at Mia's order. But Mia is unable to pilot 

Dangaio. In fact, they quickly discover that the one whose section 

controls the whole mecha is Loru, much to Py's disgust-—-Loru has 
been a 

royal wimp so far. Not any more, though-- apparently he is in his 

element as Dangaio's pilot. Using psi powered attacks——Dangaio, 
like 

Iczer-Robo, seems mostly to be powered by the psychic energies of 
its 

pilots—-they eventually defeat Gil. They offer him mercy, but he 
scorns 

them and seems to blow himself up. 


Mia now understands what they must do. The four of them are 
destined to 

work together, companions whose lives are intertwined to fight for 
the 

lives of others. They must find the others' homeworlds, and help 


those 

who like themselves have been hurt by the Vankar. She does not 
know how 

well the others will accept this idea, but they all agree, and fly 

toward the Darudal. Tarsan calls them—-they tell him what they 
plan to 

do, and he decides to join them, as their trainer——especially 
Since he 

could use them to protect him from the Vankar around now. As they 
fly 

off into the depths of space, a Phoenix of four espers, Garimos 
speaks 

of his intent to destroy them... 


(Sources: Anime V Film Story, Nov. 1987; Dangaio I and II OAVs. 
Thanks 

to John Carr's Dangaio II synopsis in Mind's Eye APA for putting 
me on 

the right track.) 
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== YOROIDEN: SAMURAI TROOPERS OAVS I AND II == 
== by Patricia Munson-Siter —— 


[This article is an excerpt from the upcoming APB publication on 

Yoroiden: Samurai Troopers. This upcoming guidebook will cover the 

entire Samurai Troopers saga (through the second OAV, at least) 
and will 

be full of art and detailed character descriptions, plot synopses, 
and 

commentary. This publication should be available by late November 
and 

will be yet another non-profit publication of the Anime 
Publications 

Bureau. ] 


Characters Appearing in OAVs I and II 


Shikaisen: An evil spirit, possibly an efreet (or "ifreet") or 
djinn, 

although at one point he claims to have once been human. The name 
kanji 

translate "SHI: Corpse KAI: Key SEN: Wizard — I think that would 
best 

translate as "Necromancer", a wizard who requires death and 
corpses 

(sometimes animating them) in performing his magic. Shikaisen does 

indeed seem to gain power from the deaths of humans around him. He 


has 
become the partner of the Master Scientist, and together they are 
combining the evil spirit's magic with science to gain power for 
themselves. Shikaisen is served by several "ninja" who appear to 
be 


humans wearing Arabic-style clothing and strange masks. One 
article 

claims that he, like Arago, was originally human, and has gained 
his 

power by studying demonology. He boasts that by searching for 
magical 

secrets in England and Japan, he learned the secrets of eternal 
youth 


and life. If he was once human, he certainly retains very little 
of his 
humanity now. 


Master Scientist: He's also referred to in one article as studying 

"science arriving" -- i.e., "future science" or parapsycology, 
according 

to my Japanese teacher. He is completely amoral, doing whatever is 

necessary to further his study of magic -—- in this case, black 
magic —- 

in an attempt to find its scientific laws and rules. He has become 
a 

partner to Shikaisen's evil, so immersed in the things he is 
learning 

that the fact that Shikaisen's goals require killing and torturing 

people not only doesn't bother him, but he has ended up actually 

participating in the evil. 


Luna: A young woman who resides in New York, her brother is killed 
by 

either Shikaisen or Shikaisen's servents. She initially believes 
Toma is 

responsible, but when she learns the truth aids the Troopers in 
their 

efforts to track down their new enemies. She is a determined, 

strong-minded young woman who, like Ryo, has something of a 
temper. 


Luna's Brother: Luna's older and much-loved brother was a 
photographer 

who took pictures of things Shikaisen didn't want recorded. As 
such, the 

djinn had him killed. 


Mr. Chin: In some articles referred to as Shu's uncle, and in 
others as 

a relative, he owns a Chinese resturant in New York. The Troopers 
stay 

with him while in the city, and he is badly injured by Shikaisen's 

"ninja" when they kidnap Nasti and Jun. 


Copyright (c) 1989, 1990 by Anime Publications Bureau & Randall 
Stukey 


Electronic Animation Velocity Volume @ Number 1 Page 


Volume 1: 
Gai Den ("Traditional Biography"): Armored Warriors Cornered! 
Released 30 April 1989 


[NOTE: Volume I is "Part One" of a two-part storyline. Volume II 
concludes the story.] 


The story opens in New York City, where a rough street gang 
attacks a 

"weird dude in armor". Viewers familiar with Yoroiden will 
recognize the 

armor as the Korin yoroi -- and it also becomes obvious with a few 

close-ups that the armor is empty. The Korin yoroi makes short 
work of 

the gang members... Switch to Tokyo, with Ryo arriving at a hotel 
in 

Shinjuku, where his friends are throwing him a birthday party. 
(This 

uses some of the scenes from the second storyline's closing 
credits for 

its inspiration. By the way, that sign in the background says "MY 
CITY"; 

not "NY CITY". "MY CITY" is the name of a big department store in 

Shinjuku; and the sign in the animation is visible in real life as 
the 

train pulls into Shinjuku station. The glass elevators Ryo uses 
are in 

one of the hotels across the street from the Tokyo/Shinjuku 
Hilton, and 

are about a five minute walk from the train station.) Seiji has 
not 

shown up, but everyone figures he's busy elsewhere. Only Ryo seems 
to 

notice a news broadcast from New York about a strangely armored 
form 

that has been going about killing members of street gangs. Nasti, 

however, also catches the end of the news broadcast. 


Shortly thereafter Ryo is enroute to New York. He is surprised by 
the 

prescence of Shu and Shin on the plane with him. They tell him 
that 

Nasti also heard the news report and figured he'd do something 
like 


this. She, Jun and Toma are already in New York and will be doing 
some 

investigating; they're to meet them at a Chinese resturant there 
that 

Shu knows of. In New York, Toma and Nasti are trying to find the 

photographer who took the pictures of the Korin yoroi. A girl 
overhears 

their questions and seems too interested to be up to any good. The 
plane 

Ryo and company are on is attacked by a strange apparition. Ryo 
sees it 

and recognizes its supernatural nature. The pilots somehow managed 
to 

safely land the aircraft in New York harbor despite the damage the 

creature has caused. Toma has tracked down the photographer only 
to find 

him already dead, a knife protruding from his chest. Toma shows a 
great 

lack of common sense when he pulls the killer's weapon out of the 
body. 

The girl —- who has followed him -—- sees him with the knife over 
the 

body and assumes Toma has killed the man. She escapes before Toma 
can 

explain things to her. The Troopers meet at the resturant —— which 
is 

owned by Shu's uncle. The girl -—- who was the dead photographer's 

younger sister —- arrives and attacks Toma in revenge for her 
brother's 

death. Toma evades the attack, and the girl escapes again. 


Elsewhere, Seiji is experiencing nightmares, including ones where 
he is 

battling evil demons. Unknown to him, his physical body is strung 
up 

from a six-pointed star being pumped full of drugs as an evil- 
looking 

man (he looks an awful lot like the djinn we've already met) 
speaks to 

him over headphones, trying to control both Seiji and his yoroi. 
At the 

end of what we see in Seiji's "dream", he's fighting himself...Ryo 

senses his distress and wakes up, knowing that Seiji is in agony 

somewhere. Toma and Shu are at a burger joint when the Korin yoroi 

attacks again. They armor up and face it, shocked to discover the 
yoroi 

they are facing is seemingly empty. The crowd cheers them, and Shu 
says 
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they're stupid not to run when they have the chance. 

Shu and Toma are holding their own until New York's finest attack, 

shooting up everyone involved in the battle. The Korin yoroi sends 

massive amounts of energy against the attack helicopters, and the 
two 


Samurai Troopers are also knocked out of action by the power 
discharge. 

They collapse about the same time Ryo and Shin arrive. During the 

ensuing battle Ryo momentarily sees the spirit animating the armor 


and recognizes it as the demon who'd attacked their plane earlier. 
- police attack again, and the Korin armor levitates away out of the 
ae fire. Ryo shoulders a damaged Toma, while Shin helps Shu —- and 
as four do their best to disappear. Ryo finds himself in a dead-end 
ea police race by the entrance not seeing him. But then the girl 
oe attacked Toma arrives, blocking their escape route... 


Note: Before anyone out there gets upset with the use of the six- 

pointed star in this OAV, let me point out that in the Middle East 

magicians have long used this symbol in the casting of spells and 
such. 

In addition to the familian "Star of David" that is a symbol of 
the 

Jewish faith, the six-pointed star is also known, among other 
names, as 

the "Seal of Solomon" and was often used in summoning and 
controlling 

demons, djinn and "genies". In this instance, the master magician 
seems 

to be using the six-pointed star in this context, as the "stars" 
are 


revealed in volume 2 to also have a central triangle inside the 
Star, 

which makes them "Seals of Solomon" rather than true "Stars of 
David". 


Volume 2: 
Gai Den: Save Our Friend, Samurai Heart 
Released 1 Jun 1989 


Luna has realized during the battle that Toma was not responsible 
for 

her brother's death; that the thing inside the Korin yoroi instead 

murdered him. She leads Ryo and Toma down into the subway system, 
where 

they change back into civies and successfully escape the police. 


But Shikaisen has decided to strike the Troopers at another spot: 
he 

sends his "ninja" to kidnap Nasti and Jun from the resturant. 
Shu's 

uncle is injured while trying to defend the two. 


Luna bandages up Toma's injured leg as Shin and Shu finally locate 
their 

hideout the young woman has lead their friends to. She tells them 
she is 

determined to avenge her brother's death. 


In Los Angeles, the inhabitants of Little Tokyo are involved in 

celebrating a traditional holiday. The participants are unaware 
that the 

evil Shikaisen and his partner, a scientist, are in their weird 
hideout 

in caverns below. The two are discussing how they're using the 
computer 

to unlock the secrets of the yoroi, and Shikaisen is using the 
evil side 

of the armor to draw power —- from both the Korin yoroi and its 
wearer. 

Even as they speak Seiji hoarsely screams as the device he is 
imprisoned 

in draws more energy from him. Jun and Nasti, tied up and 
suspended over 

a pool of water, are horrified as Seiji's torture continues. 
Shikaisen 

wants to capture all the Troopers; with five yoroi to draw power 
from he 

will be invincible. Above, people die as the djinn's power 
increases, 

and he draws energy from those deaths as well as from the yoroi. 


In New York the Troopers have returned to the resturant to 
discover the 
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mess Shikaisen's ninjas have left behind. Shikaisen has also left 
ae message: "Come to Japan Town. Shikaisen." They must respond. 
beet on going, finally persuading Ryo to let her accompany them 
fs Los Angelas. (It's also obvious in this scene that Luna is getting 
"sweet" on Ryo.) 


The Troopers arrive to find devastavationn in Little Tokyo, the 
streets 

littered with the debris of the abandoned celebration. Shikaisen 
senses 

their arrival, Below the platform he, the scientist, and the 
bespelled 

Seiji are on is the pool Nasti and Jun are suspended over. He uses 
the 

pool as a crystal ball to spy on the Troopers, and Jun and Nasti 

recognize their friends. Shikaisen sends his ninja after them so 
the 

scientist's computer can begin to analyze the power of their yoroi 
and 

tell him how to best nuetralize their efforts against him. During 
the 

struggle Luna cheers on Ryo, not even noticing that it's Shu who 
saves 

her from one of the ninja (the look on Shu's face when he realizes 

what's going on is priceless!) They enter a temple where they see 

Shikaisen materialize, but it is a trap -—- Shikaisen pulls a rope 
and 

the floor below them collapses. The Troopers fall into the pool 
below, 


while Luna uses her knife to anchor herself half-way up the wall. 
The 

scientist activates a switch and electricity surges through the 
water. 

Nasti and Jun, unnoticed inthe excitement, swing back and forth, 
finally 

knocking out the computer's control panel. The Troopers take 
instant 

action, freeing Jun, Nasti, and Seiji as they leap out of the 
water. 

Nasti takes over the computer, trying to get it to tell her how to 

defeat Shikaisen. Shikaisen is far from defeated, however, and the 
angry 

Seiji armors up in an attempt to take him out. Unluckily for 
Seiji, the 

computer knows everything about the Korin yoroi now, and Shikaisen 


easily neutralizes him. Then Shikaisen uses the computer -—- it 
seems he 

can Link with it from a distance -- and calls up five Solomon's 
Seals 

(sometimes referred to in the Japanese anime magazines as "Five 
Yin- 

Yang Seals") to imprison the Troopers. The scientist, released by 
Ryo 


when Recca tried to help Seiji, holds a gun on Jun and Nasti as he 

activates the program to put the Troopers under and allow 
Shikaisen to 

draw power from and control their yoroi. Jun grabs the scientist 
as 

Nasti heads for the computer once more. Shikaisen tries to stop 
them. 

Luna, who has realized that Shikaisen is the one who had her 
brother 

killed, attacks the djinn with her knife. Shikaisen parries her 
attack, 

fatally wounding the young woman. Nasti has forced the computer to 

release its hold on the Troopers, and they break the seals. Luna 
dies in 

Ryo's arms. 


Angered, the five Troopers all armor up, and Ryo attacks 
Shikaisen. The 

djinn seems to start to disintegrate, but then he begins to merge 
with 

the computer. The master scientist seems to be in shock as 
Shikaisen's 

power kills him, and with the additional energy from his death, 

Shikaisen's form begins to turn into that of Arago. It seems that 
they 

have defeated but not destroyed the Demon Lord. Shikaisen has 


drawn 
enough evil power from the five yoroi to allow Arago to begin to 
manifest through him. (One of the articles says that so long as 
there is 
evil in the world, Arago will continue to exist. Allow him to 


gather 

enough energy and a focus —- such as an evil-hearted spirit 
occupying 

one of the mystic yoroi —- and he will try to manifest once more. 
This 


also shows that the Trooper's armor, made from Arago's own yoroi, 
does 

indeed contain at least some of the Demon Lord's evil. Another 
article 

speculates that Arago's form is a false image created by 
Shikaisen, who 

has plucked from their minds and the yoroi the knowledge of the 
Demon 
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Lord, in an attempt to frighten the Troopers enough to give him a 
chance 

to defeat them. The OAV doesn't make it clear if it is really 
Arago or 

a false image...) This time Arago (or Shikaisen, anyway!) is 
meshed with 

the computer, and the Troopers realize that he'll therefore know 
how to 

nuetralize their powers as well. Their only hope is the Kikotei 
armor, 

which the computer has not had a chance to examine. With the aid 
of the 

other four, Ryo calls up the Sun yoroi. Crying "Sen Ko Zan", he 
disrupts 

the power flows and destroys both the materializing Arago and the 

computer. 


Later, the grieving Troopers, along with Jun, Nasti, and Shu's 
uncle 

Chin, throw flowers into the water off a bridge (somehow they've 
gotten 

to San Francisco, as it's the Golden Gate Bridge they're on...) in 

memory of the brave Luna. 
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== ON THE DRAWING BOARD == 
== By Vanessa Howle — 


Recently, I ran across a rental tape at the local video store 
entitled 

Masters Of Animation. This is a four volume set with a video 
volume each 

dedicated to: Japan and Computer Animation, USA and Great Britain, 

Europe and Canada, etc. I checked out and taped Japan and Computer 

Animation out of curiosity. The series deals with Animation, 
Claymation, 

and puppeteer masters in Japan (to be real honest, the only artist 
on 

the tape I had heard of was Osamu Tezuka). It basically showed a 
very 

broad scope of anime and other related works, clips of short anime 

films, and brief interviews with the Japanese artists themselves. 


Jumping, a film by Tezuka was featured in which the viewer is 
shown the 

world from the point of view of an individual traveling in a 
comp Lete 

circle, jumping around the world. The jumper travels from a 
normal, 

typical American street, to the jungles of Africa, to the very 
heart of 

an atomic bomb blast. Another Tezuka film this video featured was 
Broken 

Down Film. This cartoon was in essence a parody of the early 
American 

western films pocked with lines, holes and poorly noticeable 
editing 


jobs. This film medium is a mix of B&W and color in which the 
cowboy 

hero of this western must rescue his girlfriend from (where else?) 
being 

tied to railroad tracks, dance later in a imaginative fantasy of 
color. 


Other Japanese artists featured are; Yusaki Fusako, an excellent 

claymation artist (and the only female artist shown on the tape), 

Kinochiro Kawamoto, who deals with marionette's and puppets in his 
films 

dealing with the Edo period of Japan and Japanese Mythology, and 
Renzo 

Kenoshita, who deals via his animated films of the changing 
attitudes of 

the Japanese -- a traditional verses Modern moralistic ways. 
Afterwards, 

the movie shifts to take a look at Computer Animation; how its 
done, its 

uses and various short computer animation films from the various 

agencies and colleges that teach the art. 


Another special I recently viewed on Public Television was 
entitled 

Computer Dreams dealt with similar computer generated animation 
and how 

advertising agencies approach and work with the animation firms to 

produce the work we see on TV and films. Computer animation 
included in 

the special was animation from The Last Starfighter to the 
nationally 

televised Can Food commercial with the android extolling the 
convenience 

of canned food. I wasn't able to tape Computer Dreams and if 
anyone out 

there should have a copy please contact me by all means. 


Bouncing off of Pat's overview of English dubbed anime, I recently 

discovered an "OAV" that wasn't covered. Saber Rider and the Star 

Sheriffs (originally titled Bismark). Saber Rider deals with 4 
trouble 

shooters who were called together by April, the token female of 
the team 

& her father to fight against Vanquo, who when cornered can will 
himself 

to turn into vapor and disappear. The American production company 
who 

bought the US rights in the end credits gives all credit to the 
Japanese 

animation and character designers. I was highly surprised to find 


out 

that Studio Piero, who has worked on Creamy Mami, Norakuru-Kun, 
and 

Orange Road to name a few worked on this show. 
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The voice talents could have been better and at times the "new" 
story 
line could have been beefed up a bit, but all in all it's not a 


bad 

translation. The viewer is able to see various humor from the 
Japanese 

version left intact -- such as 2 of the main characters fighting 
over 


being sent out to scout, so they flip a quarter (a 2 sided one), 
or when 

one of the team is being hassled for "square dancing" with one of 
the 

locals daughters. The thing I like the best about the way world 
events 

handled this show (they are also responsible for Denver, The Last 

Dinosaur and Voltron) is that the opening and ending animation are 
the 

same that Bismark originally had. However, I care least for the 
song 

they chose to open the show with. 


Mai fans will be happy (or not so happy) to find out that plans 
are in 

the works for a movie version of Mai. Viz and Larry Wilson (a 
movie 

producer and writer) are negotiating the signing of an option 
contract 

even as you read this. Wilson is best known for Beetlejuice, and 
says he 

became aware of manga on a trip he made to Japan in 1977 to meet 


Ken 

Takakura, a well known Japanese actor. He says he wants to capture 
the 

essence of Mai the comic with the visuals and techniques of 
Beet Lejuice. 

Mai is estimated to be released in about 2 years from now. (But I 

wouldn't hold my breath —- look at all of the other comic related 

movies that have been in the works for years). Viz is also re- 
issuing 

Mai, the Psychic Girl as a four volume Japanese style graphic 
novel and 

will be the story of Mai in full —- including the shower scenes 
and 

whatever else was originally cut out. Each volume is 260-300 pages 
and 

will cost an astronomical $16.95 in the US. (I could buy a Mai 
volume at 

the local Japanese food store for $5.05 and have 200 pages —- oh, 
the 

price of translating!) 


Fans of Area 88 will be saddened to hear that #42 will be the last 
copy 

for a while. Viz will either sell it to another publisher or 
package it 

for release later. Grey ends this June with Grey reaching the 
inner 

sanctum of the City and learns of its deadly secret. 


Hayao Miyazaki, the creator of Nausicaa has a new movie in the 
works —- 

Majo no Takkyubin, or the Express Courier Service of a Witch. It 
should 

be released later this year. This is his 4th animated film —- 
others 

include, Tonari no Totoro, Laputa, Nausicaa, etc. Totoro was also 

considered the best animation film in Japan in 1988 and was also 
voted 

the best Japanese movie by Kinema Junpo, Japan's cinema magazine. 
Unlike 

the other movies he has worked on this will be his first 
adaptation —- 

Witches Express is based on the popular children's book by Eiko 
Sumino 

about a young witch named Kiki. Kiki finds out that she must leave 
home 

when she reaches the age of 13 -- and find a place of her own. 
While she 

is quite slow in her learning of magic (all she can really do is 
fly on 


her broom) she had a bevy of adventures in the children's story. 
This 

film throws a monkey wrench in Miyazaki's plans to finish 
Nausicaa, but 

Hayao assures fans that after this movie is completed he will 
resume 

work on Nausicaa. 


Fans of Pineapple Army might like to know that Yawara, a new manga 
title 

by Naoki Urasawa, the artist of Pineapple Army, will be made into 
a live 

action film, starring Yui Asaka, a popular teen idol (better known 
to us 

as that yo-yo girl). Yawara is about a young female judo champion 

competing in the Olympics for a gold medal, look for its release 

sometime this summer. 
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Sabu and Ichi is next on the Viz list for release in graphic novel 

format. Sabu and Ichi first ran in Big Comics from 1968-1973, and 
had 13 

reprint volumes all total, with art and story by Shotaro Ishimori. 
(Hum, 

can Viz find anymore obscure titles to print? (Let's look at some 
1930 

titles!) I have no idea why Viz is even releasing this stuff. Its 
quite 

obvious that American fans don't give a damn about reading Sabu 
and Ichi 


in English -- and would rather have City Hunter, Catseye, St. 
Seiya, or 
more Rumiko Tatahashi. I know once again -- Mo ichi do ——- this is 


my 
personal opinion, but it's quite frustrating to have this company 
ignore 


what American fans want. Did you notice that in the second issue 
they 

had a plea for letters? Several friends and myself wrote to them 
about 

projects we'd like to see along with other comments about the 
titles and 


their newsletter. . . . Hmmm, I haven't seen any letters at all 
a ioe we aren't the only people to write. . . . Oh well, I'll quit 
= bitching. ) 
Sabu an Ichi is set during the Tokugawa Era (1600-1868) in Japan, 
in 


Edo/Tokyo. During this time period, Edo had more than its fair 
share of 

crime. The Shogun could hire if needed, several hundred samurai to 
help 

maintain order. Sabu is a young police assistant and his friend 
Ichi is 

a blind masseur who is also an excellent swordsman. Sabu and Ichi 
became 

quite popular for its interesting plots and backgrounds. 


A feature that Viz-In magazine has been running is a mini 

interview with 

Rumiko Takahashi. I find it really amazing that Rumiko was totally 
cove the fact that she had American manga fans over here interested 
ci en She thought all the manga fans over here were Japanese who 
Oo aiears in the United States and couldn't understand why Americans 
es comics they couldn't read. I find it interesting that Viz or 
ie other company for that matter hasn't informed the manga artists in 
aaa yes, there are Americans who are interested in their work and 
shar part of the purpose that Viz is over here —— Rumiko even asked 
have Viz send her letters from American fans (that were translated 
course she added). 


I have finally saw and bought Fist of the North Star #1 and was 
somewhat 

surprised. Ken really isn't all that stupid as I thought (Please 
bear 


with me, kind reader, I just sound malicious on paper instead of 

sarcastic). The only thing that bothers me about the majority of 

Japanese comics is that annoying Bomb blast at the beginning of 
every 

volume. Other than that I somewhat enjoyed it. Although I can't 
see the 

point of releasing just 8 volumes, I also feel that the book is a 
bit 

over priced. 


Yet another title that Viz is looking at to release is Crying 
Freeman by 

Ryoichi Ikegami (Mai artist) and story by Kazuo Koike (Lone Wolf), 
it 

first ran in Big Comic from 1986-1988. Crying Freeman is the story 
of Yo 

Hinomura, a young Japanese potter and martial artist who is 
kidnapped by 

the 108 dragons —- a Chinese Mafia. They brainwash Yo into killing 
their 

rivals. A female named Egiri who accidentally witnesses one of his 

killings becomes his wife and lover. Yo eventually becomes the 
leader of 

the 108 Dragons —- this manga is quite sexy and violent and was 
popular 

with adult readers in Japan. 


Venus Wars will come out next spring from Dark Horse and Studio 
Proteus. 

Yoshikazu Yasuhiko is the artist and creator of this popular manga 
and 
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anime. It should be out monthly with 32-40 B&W pages, priced at 
$2.00. 

The only rumored change is the lead characters name to Ken Falkrik 
from 


Hiroki Senoo. 


In novel news, fans of Jack McKinney's Robotech novels will be 
happy to 

know that #18 entitled The End Of The Circle has been finished and 
will 

be released January of '90. This will be a 5@@ page plus novel and 

promises to wrap up all questions left unanswered at the end of 
the 

novels and the TV series. 


Now that most of the old shows are over a bunch of new ones have 
been 

popping up that are almost direct "copy cat" shows of the ones 
ending 

(for example: Zillion, Borgman, St. Seiya, Samurai Troopers and 
now 

Heaven War Chronicles Shurato). It resembles Seiya in that the 
lead 

characters wear armor. I'm personally hoping for a batch of new 
shows 

that are a bit more original next season. 
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== THINGS JAPANESE == 
== By Vanessa Howle == 


The Roads To Sata: A 2,000 mile walk through Japan (Alan Booth, 
Viking 

Press, 1985). Alan Booth can either be deemed a brave man or an 
idiot, 

depending on what side of the fence your coming from. One June, he 
set 

off from the northern most cape of the northern most island of 
Japan, 

Soya to the southern most, Sata. The journey took 128 days and 
looking 

at it from a bit more familiar continent of North America he would 
have 

walked from Ottawa to Mobile, Alabama and if he had walked across 
Europe 

he would have walked from Belgrade through the Middle East to the 


Gulf 

of Aquaba. Alan is an Englishman and tells of his experiences 
perhaps 

the way we would if we visited Japan and went through the same 
ordeal he 

did. 

The celebration of O Bon was discussed in detail. 0 Bon, the 
festival of 

the Dead in which the Japanese leave the cities and go to the 
towns and 

villages where they were born. They meet with family members and 
visit 

the graves of the dead. O Bon is generally a celebration of 
renewal not 

death and is often highlighted by dancing and singing: 


0 Bon is coming 

and then we shall go. 
If Bon comes soon 

We shall soon go home. 


"0 Bon is strangely sad time too, for the thoughts of death are 

everywhere -- even in the lullabies sung to children," remarks 
Booth as 

he translates the song. 


And if I die who will cry for me? 

The cicadas will cry in the mountain pines. 
No, not the cicadas; my sister will cry. 

Ah, sister, don't cry, for it grieves me so. 


The reason Booth understands the Japanese and their traditions so 
well 

is due to the fact that in 1970 he went to Japan to study Noh 
theatre 

and remained there ever since! 


His books focus on Japan and he has written a book on Japanese 
ee eset Devils, Gods, and Cameramen. He has also worked as a 
me for a Japanese newspaper (shinbun). Booth resides in Tokyo 
ner ae wife (Japanese of course and his baby daughter) 


Booth hit every tourist trap in Japan in the course of his 128 day 

journey and the book is well worth reading for the person who is 
about 

to embark on a trip to Japan. Unfortunatly, this book also makes 
you 


want to rethink the reasons you want to go and makes me want to 
study 
Nihon go for about another 4 years before I travel there. 


In almost every city he came to Japanese school children, eager to 
test 

out their knowledge of the English/ei go language beseiged him 
with so 

many "Whata isu youa namu?" and "Thisu isu a pena." that I started 
to 

actively cringe every time he came to a new village bearing the 
Sign in 
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English —-— "CAUTION, WATCH OUT FOR CHILDREN". (Yes, they do 
exist. ) 


Booth made the trip to learn more about Japan as a whole, and 
stayed 

only at Ryokan (country inns and hostels). An old man toward the 
end of 

the journey told Booth —- "You can't understand Japan by living in 

Tokyo. Tokyo is not Japan. You can't understand Japan just by 
looking at 

it. You can't understand Japan just by walking through it. You 
can't 

understand Japan just by talking to people." Booth then asked him, 
"How 

do you suggest I try to understand Japan, then?" "You can't 
understand 

Japan," he said. 


This book is definately worth checking out —- there are so many 

antidotes and stories that I could try to relate to you, but I 
would be 

wasting your time —- instead, read the book. 

Another excellent book to read about the inner workings of the 


Japanese 

mind is Shadows of the Rising Sun: A Critical View of the Japanese 

Miracle by Jared Taylor. Taylor spent the first 16 years of his 
life in 

Japan as the son of missionarys and was raised among the Japanese 
and 

speaks the language fluently. In fact, Taylor was so absorbed in 
the 

Japanese culture he even once when he was a child called another 

American a "gaijin" (foreigner). Talk about forgetting your roots! 


This book shows you the other side of the Japanese they only show 
to 

themselves —- conformity, rigid hierarchy, submission to the 
group, 

pervasive sexism, and highlights their sense of national 
uniqueness. A 

good example of this is the abundance of books in Japan called 
"nihonjin 

ron" or roughly translated, "the theory of the Japanese," with 
such 

titles appearing as: What does it Mean to be Japanese?, The 
Origins of 

Japanese Uniqueness, The Structure of Japanese Consciousness, 
Japanese 

Behavior, Japanese Through Western Thought, etc. A recent best 
seller 

that will soon appear in English is The Brain of the Japanese —- 
this 

book claims to have scientific evidence that the Japanese brain 
process 

data differently from the brains of all other ethinic groups. (An 

interesting note on these Nihonjin ron, most authors don't have to 
be 

Japanese to write these books -—- Americans, Australians, Chinease, 
and 

Israelis have written such books and the Japanese are interested 
in what 

anyone in general has to say about themselves. ) 


Another fad that Taylor talks about in general that should 
interest 

animation fans is the Mobile Suit Gundam fad. According to Taylor, 

"Gundam is the name of a TV series Robot that is operated by a 17 
year 

old computer wiz kid. Together they routinely save the world from 
the 

forces of extragalatic evil. When a movie version of Gundam was 

produced, a line began to form in front of the theatre four days 
before 


the film was released. In early 1981 19 children were injured ina 
Nee iat at a department store when plastic models of Gundam went 
" sale. Entire shops sprang up to sell nothing but Gundam t-shirts, 
Ea eee. and other Gundam accessories. The has now gone bust and 


the 

Gundam stores have fallen on hard times." (footnote from Yutaka 
Sasayama 

article -- Follow the Plastic Warrior in Japan Quarterly April/ 
June 1981 

page 253) 

There is also a whole chapter devoted to Japan and the comics and 

magazines that they read -- it is quite interesting and sheds 
light into 


the minds of the Japanese and why they are so fascinated by porn 

animation and manga. Once again, anyone interested in learning 
more 

about Japan and its culture should pick up these books -- they are 
well 


Copyright (c) 1989, 1990 by Anime Publications Bureau & Randall 
Stukey 


Electronic Animation Velocity Volume @ Number 1 Page 


worth the read. 


Another book you might like to check into is Kaizen: The Key to 
Japan's 

Competive Success by Masaaki Imai. Imai has helped more than 200 
non 

Japanese and joint ventures introduce Japanese management 
principals 

into American workplaces, and is the chairman of the Cambridge 

Corporation, an international management firm that is Tokyo based. 
He 

has also written Never Take Yes For an Answer and 16 Ways to Avoid 

Saying No. 


Another interesting book is The False Promise of the Japanese 
Miracle 

written by Sprakash Sethi, Nobuaki Namiki, and Carl Swanson. This 
book 

questions the way Western businessmen have gone about trying to 
meet the 

Japanese challange and seriously questions the current fad to 
adopt the 

Japanese way of business due to differences in the American 
systems of 

family, honor, and work relationships outside of the work place. 
This 

book analyses the Japanses way verses the American and that most 

concepts are used in Japan only to a limited extent and as a 
result have 

imposed large sacrifices both life wise and family wise on the 
Japanese 

emp lLoyee. 


I know, the last two books mentioned are totally opposite of the 
each 

other but I like that about them —- they give you both sides of 
the coin 

and its up to you the reader to determine which you agree with. 

Next time I'll discuss another book dealing with Japan entitled; 
The 

Japanese: A Major Exploration of Modern Japan by Peter Tasker. 
Sayonara! 
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== ANIME HISTORY: ODA NOBUNAGA == 
== compiled by Randall Stukey == 


[At least a little knowledge of Japanese history is almost 
required if 

you really want to enjoy certain types of Japanese anime. This is 
the 

first in an irregular series of articles on important people and 
events 

in Japanese history. These articles will be independent of each 
other 

and in no particular order, so if you would like to do a bit of 
research 

in the background of a historical person or event that has been 
depicted 

in animation for this series, please do so--RSS] 


When I mentioned that I was planning to start off this series by 
writing 

an article on Oda Nobunaga to a friend of mine in California, my 
friend 


wrote back calling Nobunaga a monster! Well, Oda Nobunaga does 
seem to 

evoke a strong response, at least judging by the recent anime 
(Time 

Stranger and Yotoden) that has featured him. However, was he a 
monster? 

Well, judge for yourself. 


Nobunaga in History 


Oda Nobunga was born in Owari in 1534. He was the son of a soldier 
and 

small landholder of the Taira clan. He inherited his father's 
small 

holdings in 1549, but apparently took little or no interest in 

administering his domain under one of his samurai committed 
Suicide to 

protest his lackluster efforts. Nobunaga seems to have taken the 
reproof 

to heart, because he began to conquer province after province. 
With the 

aid of Toyotomi Hideyoshi (another of the three "Great Unifiers, 
watch 

on an article on him in a future issue), he had the entire Owari 

province under his control. In 1561, with the support of the 
shogun, he 

began expanding into the surrounding provinces. Soon he controlled 
a 

Significant portion of Japan and other clan lords began to think 
that 

they would do better to ally with him than to be conquered by him 
and a 

flurry of family marriages to cement alliances took place over the 
next 

few years. After several years of conflict with the Asai clan, 
Nobunaga 

attempted to solve the problem through a different method, he 
ordered 

his sister to divorce her husband and married her to the Asai clan 
lord! 


By 1568, Nobunaga was strong enough to name Ashikaga Yoshiaki 
Shogun, 

ending the control of the Shogunate by the Miyoshi clan. In 1569, 

Nobunaga's alliance with the Asai clan came to bitter end when the 
clan 

lord (Asai Nagamasa) rebelled against him aided by the yamabushi 
of 

Mount Hiei. This rebellion was not easy to put down, but after two 

years, Nobunaga managed to beseige the castle of his brother-in- 


law. 

When Nagamasa saw that his cause was lost, he sent his wife and 
their 

three daughters out to Nobunaga. Nobunaga burned the rebellious 
leader's 

castle and set off for Kyoto to attack his remaining enemies, the 

yamabushi of Mount Hiei. Nobunaga had been fighting the political 
power 

of the Buddhist temples for some time (he even encouraged the 
Jesuits as 

a means of weakening the Buddhist influence), and there active 

participation in this rebellion gave him the excuse he needed to 
crush 

them. He did so by burning the mountain's 3000 or so temples and 

butchering around 20,000 of Mount Hiei's priests. His actions in 
this 

instance supposedly horrified the Shogun, who attempted to form an 
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alliance with Takeda Shingen against Nobunaga. Unfortunately for 
both 

Yoshiaki and Shingen, Nobunaga learned of the plot long before any 

effective action could be taken against him. Nobunaga deposed 
Yoshiaki 

and imprisoned him. Learning of this, Shingen led his armies to 
free the 

Shogun, but was stuck by a bullet (Nobunaga was the first clan 
lord to 

train his troops to use Western firearms) and died a short while 
later. 

By the end of the year (1573), all of the clans had been conquered 
or 

had formally submitted to Oda Nobunaga. 


Nobunaga left the Shogunate vacant, he assumed all the powers and 
duties 
of the Shogun, but did not claim the title. For ten years, Japan 


was 

unified and at peace. In 1582, Akechi Mitsuhide rebelled against 

Nobunaga. (The exact reasons for the rebellion are unclear, legend 
has 

it that it was because of a practical joke of Nobunaga's, but 
there may 

have been other motives involved.) Mitsuhide managed to surround a 

wounded Nobunaga in a Kyoto temple. Nobunaga committed suicide to 
avoid 

capture. The Emperor promptly named Mitsuhide Shogun, but he is 
known as 

the "13 Day Shogun" because Toyotomi Hideyoshi got his hands on 


him 

after 13 days, but that belongs in another article. 

Nobunaga in Anime 

Perhaps the best known representation of Nobunaga in anime is in 
the 


three part OVA series Yotoden. In this series, Nobunaga is 
depicted as 

an evil being who consorts with goblins, demons, and sorcerers. 
Even a 

quick look at the dry historical facts dispels such nonsense. 
Nobunaga 

clearly depended on his military might for his conquest, and not 


on 
magic or the aid of legendary beings -- at least from the western 
point 
of view. 


However, if you look at things from the viewpoint of a medieval 
Japanese 

person, Yotoden might not seem to be such a strange perversion of 

history after all. Nobunaga did use magic (Western firearms), did 

consort with goblins and demons (westerners), and did use priests 
with 

strange religious beliefs (the Jesuits) to further his ends. The 

firearms are obvious and although the Japanese upper classes could 

understand quite well how they worked (they could even make them), 
it is 

doubtful that the lower classes could so they make have seemed 
like 

magic to them. Westerners greatly resemble the descriptions of 
Japanese 

goblins: tall, hairy, and long-nosed. The Jesuits at first seemed 
like 

good Buddhist priests to the Japanese -- after all, they were 
ascetics 

with black robes, rosaries, and shaven heads and the spoke about 


Dai-Nachi Buddha (due to a misunderstanding, the Jesuits were told 
that 

the Japanese word for God was "Dai-Nachi". However, as time went 
on, it 

was discovered that their real beliefs were totally alien to 
Japanese 

religion. Given this way of viewing things, one can see how a 
supporter 

of the Buddhists Nobunaga destroyed might be able to see him as 


the 

monster portrayed in Yotoden! 

Was Nobunaga a Monster? 

Well, I would not call him one -- at worst, he was no more a 
monster 

than any of his contemporaries were. The event he is vilified for 
by 


most people I Know is the destruction of the Buddhist temples on 
Mount 

Hiei and the slaughter of their 20,000 priests. But you have to 
remember 

that these were Amida yamabushi —- fighting priests who followed 
Amida 

Buddha. Amida yamabushi were known for their active role in 
politics. 
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Instead of simply fighting to defend their own lands, they might 
attack 

a neighboring clan or temple to enlarge their own domains. They 
were not 

your typical ascetic Buddhist sect. Many of their temples were as 

powerful as your typical clan fortress. They elected to support 
the 

losing side and suffered the same fate as many clans had before 
them. So 


while I definitely would not want Oda Nobunaga as a neighbor, I 

personally find it hard to consider him a monster just because the 

people he had killed were Buddhists priests instead of clan 
rivals. 

Regardless of your opinion, however, Nobunaga was perhaps the most 

important force in the unification of Japan. 


. [Special thanks to Lee Gold (of Alarums and Excursions fame) whose 
anes up a couple of major gaps in my Knowledge and some of whose 
Sa probably ended up in this article. Another major source was 
7 Papinot's Historical and Geographical Dictionary of Japan. ] 
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== CARE AND FEEDING OF VCRS AND VIDEO TAPE == 
== by Pat Munson-Siter == 


This article is compiled from multiple sources, including personal 
experience and those of friends; and several articles in Video 
Review. 


1) Tapes should be stored in their "sleeves" with the open end to 
the 

inside of the storage cabinet. This helps keep the dust out. 
Further, 

tapes should be kept upright, with the full reel to the bottom and 
the 

empty one on top. Make sure you store them somewhere that stays 
dry and 

doesn't get too hot or cold. Tapes can survive cold temperatures a 
lot 

better than hot, but too much cold doesn't do them much good 
either. 


Make sure you keep them away from any magnetic sources —- don't 
put your 

video (or audio for that matter) tapes near speakers, telephones, 
your 


VCRs, TV sets, radios, computers, electric motors of any kind, and 
SO 


on. These devices send out magnetic signals which can scramble the 
material already recorded on your tapes; in extreme cases they can 
actually erase your tapes. 


2) Tapes should be completely fast-forwarded and then rewound 
every six 

months to prevent stretching (if you've got as many tapes as I do, 
this 

can be a real pain!). 


3) If you're at all the forgetful type, make sure you take the 
copy 

protection tab off! If you ever want to tape over what's on that 
tape, 

it's real easy to put a bit of sticky paper or scotch tape over 
it; but 

if you accidentally tape over something you don't want to tape 
over, it 

can be extremely frustrating! It also helps to insure you label 
your 

tapes as soon as you can —- it's no fun to have to go back and re- 
watch 

a tape because you can't remember what's on it; and it will also 
help 

prevent you from taping over a tape you want to keep. 


4) If you're transporting tapes and/or machines and it's either 
really 

cold or hot outside, make sure you give everything time to either 
warm 

up or cool down to the ambiant (room) temperature of whereever 
you're 

going to be playing or copying tapes. Cold can make tapes brittle, 
and 

cold heads and tapes can create condensation (water beads) which 
can 

really screw up things inside if you try and either play or record 

before the condensation has a chance to clear up. When things get 
hot 

the tapes tend to stretch too much. Even if the tapes don't get 
"eaten" 

the "stretchability" factor can create all sorts of problems with 
trying 

to play back recordings later! Also, if it's too hot even inside 
the 

building, remember that even just playing tapes on a VCR can cause 

overheating and damage to the hardware. I usually don't play my 
machines 

at all when it gets over between 95 to 100 degrees. 


5) If there's lighting in the area take tapes out of your VCR and 
ee the machines. Even if you have a surge protector! I've heard a 
ile of stories about the chips giving way in VCRs and computers before 
~ surge protector snapped to... 


6) Don't clean the heads of your VCR after every single tape 
(unless you 
for some reason are risking cheap-o tapes); do it when you start 
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noticing "Snow" or other picture degration. Using a head cleaner 
too 

often can wear down the heads of your VCR. Take your machine(s) in 
at 


least every six months for a professional cleaning and oiling 
(unless 

you know how to do it yourself). It costs me $25 for each 
cleaning, but 

I've never had any major problems with my VCRs as a result! It's 
cheap 

insurance! (Maybe someone who knows how to take apart and clean 
VCRs 

will write us an article on the subject? Hint, hint, hint!! [I 
could 

write that article, cleaning your machine's heads is not hard if 
you pay 

attention to what you are doing, but if you don't follow 
instructions 

intelligently, you get a dead VCR! !--RSS]) 


7) You get your best copies at 2 or 4 hour speed. Don't use 6 hr 
unless 

it's something you don't care that much about and/or don't expect 
to 


have to make many copies off. Yes, you save money by getting that 
extra 

2 hours of material on the tape, but is the copy degradation worth 
a 

buck or two? 


8) Don't "store" your tapes inside the VCR; it can stretch the 
tape 

which will cause tracking problems and such later on. Don't touch 
the 

tape itself, the oil of your fingerprints can cause problems, too. 

9) Use only name-brand, quality tapes. Cheap tapes like Laser, 
SKC, and 


other tapes —- usually made in places like Hong Kong, Singapore, 
and the 
like -—- do not use strong bonding material to keep the magnetic 


particles on the tape. That means that using these tapes will: 


a) Leave "dirt" and debris on your video tape heads. Some can 


shed 

so much so quickly that it will ruin your video heads [sometimes 
in 

less than a couple of minutes of use--RSS], as articles on such 

problems in several issues of Video Review last year attested to. 
In 


such cases the only solution is to buy new video heads — which in 

most cases will run you at least $200. Isn't it cheaper in the 
long 

run to pay more for more expensive tape than to get your VCR 
fixed? 


b) Even if they don't damage your VCR, the weak bonding 
material on 
these cheaper tapes will result in far more drop out and similar 
problems than you will have on a more expensive brand of tape. 


10) When sending tapes through the mail, wrap them thoroughly in 
plastic 

bags. Not only does this protect them from dust in transit (and 
dust is 

hard on video tape heads, too!) but considering that I've had a 


few 

packages arrive that looked like they'd either had soda, coffee, 
or 

something spilled on them —- or were dropped in a mud puddle —- 
the 


added protection can save a tape or two! I just use the plastic 
bags I 

get from the grocery store (the ones that have gone to plastic 
bags 


rather than paper to put your groceries in) or from book stores 
and the 

like, and seal them with regular ol' scotch tape. It's also a good 
idea 

to send tapes in either cardboard boxes or padded envelopes rather 
than 

plain paper ——- not only does plain paper tear, but the added 
protection 

of cardboard or padding can prevent tapes from being badly damaged 
in 

transit (I got two tapes in a Keflar (TM) envelop that was intact 
—— but 

the tapes inside had been pulverized by being put underneath 


something 

heavy). 

11) When recording, tape a minute or so of "blank space" before 
you 

start recording material on the tape. This helps take up any slack 
in 


the tape reel and will prevent tracking and such problems caused 
at the 
beginning of a tape by this problem. Some people recommend fast 
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forwarding and then rewinding a tape completely before you begin 
to tape 


on it. 


I'm sure all of you can think of some things I've forgot to 
mention 
herein, but hopefully this will at least help you start out! 
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== SPACE CRUISER YAMATO/ARGO FLIGHT OPERATIONS == 
== by Derek Wakefield == 


After reading several Yamato/Star Blazers fanfic stories, I 
started 

noticing quite a few discrepancies concerning various aspects of 
the 

organization of the Yamato/Argo's fighter group. While most of 
this is 

trivial, it began to make me wonder how many other writers of 

Yamato/Star Blazers fanfic might not know of the varied aspects on 
this 

integral part of the Yamato/Argo's Defensive and Offensive 
capability. 

After working on, and helping other with, stories that dealt with 
the 

Black/Cosmo Tigers in some detail, I thought it might be helpful 
to 

bring some of these theories and facts to light. 


First off, the so called Black/Cosmo Tiger Squadron aboard the 

Yamato/Argo is not actually a Squadron as much as it is a Group 
(the 

military term for Aviation units larger than a Squadron and 
smaller than 

a Wing). This particular Fighter Group is broken down into four 

Squadrons of twelve planes each. The four Squadrons are then 
broken down 

into two Flights per Squadron, with six planes per Flight. The 
Flights 

are then broken down into two Elements each, with three planes per 

Element. 


Using this theory, Shiro Kato/Conroy would be the Yamato/Argo's 


Group 

Leader (and his personal Squadron's, Flight's, and Element's 
Leader) and 

would hold the rank of Lieutenant Commander. Under him would be 
three 

Squadron Leaders (who would also be heir personal Flight's and 
Element's 

Leader) and would hold the rank of Senior Lieutenant. Under them 
wou Ld 

be four Flight Leaders [one per squadron (who would also be their 

Element's leader)] each holding the rank of Lieutenant. Under them 
wou Ld 

be eight Element Leaders (two per squadron) who would hold the 
rank of 

Lieutenant Junior Grade. Then finally there would be thirty-two 
pilots, 

who would hold the rank of Ensign. 


Below is a chart showing the composition of the Yamato/Argo's 
fighter 

group. It should be noted that in each Squadron, Flights may be 
referred 

to as First Flight/Second Flight, or they may be referred to as A 

Flight/B Flight. Since each Flight is composed of two Elements, an 

Element's number will never be greater than two. 


As mentioned above, the Yamato/Argo carries more than two 
squadrons of 

fighters on board. As anyone who has ever seen a Yamato/Star 
Blazers 

movie or TV series could see, there surely had to be more than 
just the 

twenty-four fighters carried in the Lower Fighter Bay. This was a 
very 

bad discrepancy in the shows themselves. Especially considering 
that 

every time a plane landed on the ship (except for the Cosmo Hound 
and 

Jet Recon Boats) it always landed in the Lower Fighter Bay. How 
could 

this be though? Surely there wasn't enough room in the Lower Bay 
to 

accommodate all of the different kinds of boats and vehicles the 
ship 

needed to carry? For the answers to these puzzling questions one 
must 

look to the various blueprints & publications that show the 
internal 

schematics of the Grand Old Lady. 


In addition to her Lower Fighter Bay, the Yamato/Argo also has two 
upper 
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Fighter Bays. One is located on the port/left side and one on the 

starboard/right side (see Illustration #1). Each of these Upper 
Bays is 

capable of holding twelve fighters each, which can be launched 
either 

through a tube (which opens just below the main deck on the side 
of the 

ship below the number three Main Gun Turret (note - on the 
original 

Yamato, this was where the ship's lifeboats and launches were 
stored) or 

via the two catapults by means of an elevator [which is similar to 
the 

way the original Yamato raised her float/recon planes (and is now 
used 

to launch Wave Motion Depth Bombs)]. In the shows these areas are 
hardly 

ever shown, but they do exist. In the first season television 
series, 

they were where the Cosmo Zero/Super Star fighters and the Type 
100 

Recon Planes were stored. Note that when Kodai/Wildstar and Kato/ 
Conroy 

were ordered to clean the flight deck, there were aircraft on only 
one 

wall while on the Lower Flight Deck, both walls are used to store 

aircraft. A Medical Boat was launched to help the Hijikata/Gideon 
Patrol 

Cruiser from the starboard upper launch tube, though how it was 
possible 

is a mystery as the storage facilities are two small to hold such 
a 

craft. In the second and third television seasons, there were 


several 

catapult launchings of Cosmo Zero/Super Star fighters and Jet 
Recon 

boats which had to be made from the Upper Bays. For further proof, 
check 

out Illustration #2 (from the Space Cruiser Yamato Perfect Manual 
#2 [RA 

#54]) and Illustration #3 (from the Final Yamato Roman Album 
[RA#56] ). 

Both of these show that the Upper Bays existed. Also, while 
ignored in 

the show, both of these Upper Bays could prove very valuable 
should the 

Lower Bay be destroyed, blocked, or rendered unusable by enemy 
fire 

(like it has been on so many occasions). 


Next, while it doesn't necessarily concern the fighter group, is 
an 

interesting aspect that was totally ignored in the show. Where are 
the 

auxiliary boats and miscellaneous vehicles carried on the ship. 

Obviously they could not be stored in the Fighter bays due to a 
sheer 

lack of space. 


Now as far as the Jet Recon boats are concerned, the answer is 
easy. It 

was plainly shown in Yamato/Star Blazers Episode #8 that these 
planes 

were stored and launched from a bulge on the keel/bottom of the 
ship, 

just forward of the Third Bridge (see Illustration #4 taken from 


the 

Space Cruiser Yamato Perfect Manual 2 [RA #54]). But what about 
the 

other boats and vehicles? 

This answer was rather difficult to find, but we do have a theory. 
On 


the rather detailed blueprint of the Yamato/Argo done by Yuji 
Hirata for 

the release of Be Forever Yamato (and reprinted in Space Fanzine 
Yamato 

with translations by Jerry Fellows and paste-up by Roger Sorenson 
[see 

Illustration #1]), there are several areas of the ship that had 
never 

been focused on in the earlier Yamato blueprints. The one area in 
focus 


here is the Torpedo Plane Hanger/Launch Bay (apparently located 
behind 

the side hull bulge just below the waterline). Since this hanger/ 
launch 

bay is located right above the Lower Fighter Bay, could it be 
where the 

auxiliary/miscellaneous boats and vehicles were stored? It would 
make 

quite a bit of sense since an elevator could easily raise/lower 
such 

vehicles from the Lower Fighter Bay where they seem to take-off 
and land 

from. This would then make perfect sense for the storage area of 
the 

Medical boats, Survey boats, Disc helicopters, Landing boats, and 

mid-sized Torpedo boats that they launched from the ship from time 
to 

time. But hold everything... the blueprint says that it is also a 
launch 

bay. . «but HOW? Speculation once again rears its ugly head in 
this 
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report. From what we can see there are two sliding doors at the 
front so 

it must mean that the side bulge opens in some kind of fashion as 
well. 

If this is true, then these vehicles could launch from both sides 
of the 

ship instead of relying on the elevator ride down to the Lower 
Fighter 

Bay. 


Thus is explained why and how the Yamato/Argo can carry so many 
fighters 

and where the ship's auxiliary/miscellaneous boats and vehicles 
might be 


stored. The only questions that I have not yet been able to answer 
are 

1) how in the world did they get the Seamless Plane from the 
Mechanical 

Section (in the lower front part of the ship) to the Upper Fighter 
Bay 

so that it could be launched from the catapult, without first 
launching 

it from the Jet Recon boat hatch, and 2) what is that funny 
looking 

plane (that looks something like a fish) that was shown on many of 
the 

first season/movie blueprints (and in Episode #3 of the first 
season) 

and how did they ever figure on launching the darn thing. If you 
have 

any answers to these questions, I would like to hear about them! 

Also, one other note on this particular subject before I continue 
on to 

other subjects. In no blueprint or book is it exactly said how 
many, or 

what kind, of boats and vehicles the Yamato/Argo carries at one 
time, 

other than her fighter compliment and the one Cosmo Hound (from 
the 

third season onward). While this of course always depended on the 

particular mission she was on, writers of fanfic should take the 

following guidelines into consideration when working on their 
stories: 


* After 2201, the ship was always equipped with Medical boats of 
some 

type and were not available before that time. 

* Planes such as the Survey boat, Disc helicopter, Type 10@ Recon 
plane, 

and the Black Tiger apparently became obsolete after 2200 and were 

removed from service. 

* Speculation has it that the Black Tiger fighters were designed 
for use 

only on the Iscandar voyage and most were destroyed or damaged 
when 

Domeru/Lysis' ship destroyed the Yamato/Argo's keel during the 
Battle of 

the Rainbow Star Group. 

* Whatever happened to the Seamless Plane? Only one was built and 
it 

appeared to be designed for special missions. 

* The Landing boat appears to have been replaced by the Cosmo 
Hound 

around the time of the Third Season. 


* The mid-sized Torpedo boat, while rarely seen, was still in use 
during 

the time of the Third Season. 

* The torpedo—bomber version of the Cosmo Tiger II/Astrofighter, 
while 

normally restricted to Carrier use, can be carried aboard the 
Yamato in 

a limited number (at the expense of carrying regular fighters) to 

increase the Air Group's striking power. 

* Be careful about how many different types of vehicles you place 
on the 

ship as well as how many you have as storage space is limited and 
the 

ship cannot carry all the vehicles listed in any large numbers. 


The last two areas I wish to discuss are almost strictly with the 

Yamato/Star Blazers fanfic writer in mind. While they are rather 
trivial 

in nature, I think they should be considered and/or at least 
thought 

about. 


Color Schemes 


During the Second Season, Be Forever Yamato, and Final Yamato, we 
were 

able to get a good look at the various paint schemes of the 
fighters 
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used by the Earth Defense Forces (EDF). While they were not always 
consistent, they did give us an idea of how these planes might be 
differentiated from. 


[a] Light Blue and Red: Despite the fact that we did see some 
planet-based fighters painted this way in Episode #18 of the 
Second 


Season and at the air base in Be Forever Yamato, this seems to be 
is basic color scheme for the Yamato/Argo's Black/Cosmo Tiger Group. 
a it would be a good way to differentiate between this Elite Group 
ans regular Groups. 


[b] Light Blue and Yellow: This color scheme appeared only in the 
Second 

Season and Arrivederci Yamato. While these planes were on the 

Yamato/Argo, one must remember that they were originally based on 
the 

EDF's Moon Surface Base. This may be the standard color scheme 
used for 

Cosmo Tiger II's assigned to other ships. 


[c] Burnt Orange And Yellow: Used by the Cosmo Tiger II Torpedo- 
Bombers 

and in the Comico series, this is probably the standard color 
scheme for 

planetary—-based craft. 


[d] Dark Green, Yellow, and White: Shown only on Cosmo Tiger II's 
aboard 

the Yamato in the movie Final Yamato and may be the new color 
scheme for 

the Black Tigers during this time. 


[e] Grey, Yellow, and Red: The original standard color scheme for 
all 
EDF craft prior to 2200. 


[f] Light Blue, Red, and White: Kodai/Wildstar's Cosmo Zero/Super 
Star 

color scheme apparently done to blend in with the rest of the 
Yamato's 

fighter group, who had by then adopted the style outlined in [d]. 


[g] Black, Yellow, and White: The Black Tigers' original paint 
scheme 
for the Iscandar mission. 


Cosmo Tiger Variants 


In the Second Season and Be Forever Yamato, several different 
variants 
of this fighter were shown that should be noted. 


[a] Single-Seat with five missiles: Standard throughout the Second 


Season, Arrivederci, and the New Journey. Armed with eight nose 
guns and 
five top-mounted wing guns per wing. 


[b] Single-Seat with seven missiles: Appeared as the standard from 
Be 

Forever onward. Same gun layout as [a] with two additional 
missiles 

mounted by doubling the mount on the outer fuselage hard points. 


[c] Twin-Seat with five missiles and twin gun turret: Only seen at 
the 

Earth Fighter Base in Be Forever. In addition to the twin turret, 
she 

mounted six guns on the nose and four top-mounted wing guns. 


[d] Twin-Seat with four missiles and twin gun turret: Used during 

Arrivederci Yamato. Armed with six guns on the nose and six wing 
guns 

(three on the top and three on the bottom). 


[e] Torpedo Bomber: Same as model [d] with exception of different 
nose. 
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Mounted twin torpedoes and surface attack missiles. No guns other 
then 
turret. 


[f] New Cosmo Zero: Same as model -a- with red tail fins to 
indicate it 
is the lead plane. 


Miscellaneous Notes 


Finally I would like to mention some of the things concerning the 
Cosmo 


Zero, the Black Tiger, the Type 10@ Recon plane, and the mid-sized 
Torpedo boat. 


Cosmo Zero: The armament for this plane practically changed from 
show to 

show, with very Little focus of the fact in the Roman Albums. In 
the 

first season it was shown to have two cannons on the leading edge 
of the 

fuselage, four guns on the forward underside of the fuselage, and 
four 

more guns on the leading edge of the fuselage. The latter guns 
were 

removed for the Second Season and the New Journey. In Final 
Yamato, four 

new guns were shown to exist in pop-up mounts on the upper forward 

fuselage just forward of the cockpit. While the plane was supposed 
to 

have capture lines, it was never shown where they were fired. 


Black Tiger: Its weapons compliment was pretty obvious as being 
Six 

large cannons and capture lines. It may have been adapted to a 

torpedo-bomber role after 2200. 


Type 10@ Recon Plane: This craft carries no armament what-so-ever. 


Mid-Sized Torpedo Boat: A twin-seater armed to the teeth and 
loaded for 

bear, not all the weapons on this craft were ever shown. It has 
twelve 

nose guns (six on top and six on the bottom), two missile 
launchers on 

the top of the fuselage, two missile launchers on the belly, and 
twin 

eight-tube missile launchers (on each side in the recessed area 
just 

forward of the upper fuselage missile launchers) which can fire to 

either side. 


In closing, I would like to thank Jeff Blend, Steve Harrison, and 
Logan 

Darklighter for their assistance over the years in helping me find 
out, 

and speculate on, what is written here. This concludes my report. 
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== STAR BLAZERS/YAMATO FILKS AND POETRY == 


Oh, Desslok Baby 
by Ann Nichols 


Tune: Unknown (Chorus goes "Baby, Baby, seems like maybe... 


Oh, Desslok, baby, looks like maybe 
My luck's in tonight, 

Oh, Desslok, baby, your war's made me 
Deputy Captain, on my way up! 

Only yesterday I was a cadet going nowhere fast, 
Tonight's attack just gave my career 
A real jet blast! 

You Know I'm headed now 

Sraight for the top, 

I'm one you can't stop —- 

The cream of the crop 


Go Ahead and Bomb Us, Desslok 
by Ann Nichols 
Tune: Deck the Halls 


Go ahead and bomb us, Desslok, 

Nyeah, nyeah, nyeah, nyeah, nyeah, 
Nyeah, nyeah, nyeah, nyeah! 

We think Gamilon's a big crock, 

Nyeah, nyeah, nyeah, nyeah, nyeah, 
Nyeah, nyeah, nyeah, nyeah! 

Watch us fire our wave-motion gun, 
Nyeah, nyeah, nyeah, nyeah, nyeah, nyeah 
Nyeah, nyeah, nyeah! 

Gee, destrouing your world sure was fun! 
Nyeah, nyeah, nyeah, nyeah, nyeah, 
Nyeah, nyeah, nyeah, nyeah! 


Beginning an Eternal Journey 
by Jeff Blend (reprinted from Nova #2) 


ALL is quiet in the depths of space 

As the brave space cruiser rushes 

To complete its mission. 

It has suffered much, fought courageously 
In battle, housed many noble warriors, 
And has wept for them too, as they died. 
Now, all weep for the brave space cruiser 
As it too, appraoches its end. 


Only ghosts inhabit the brave space cruiser, 
Ghosts of compatriots, living and dead. 

Taking a final ride on the ship that will soon 
Join them in the hearts and minds 

Of the people it is giving its life for now 
To protect. 
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One living soul remains however... 

The master of the brave space cruiser, who is 
Guiding the ship towards its untimely death, 

As well as his. 

Regretfully, he holds the hand of his dead fiancee 
And ponders on what might have been. 


The brave space cruiser continues on, striving 
To reach its goal. 

Finally, a flash of green fire reveals to all 
A gift, from the brave space cruiser with love: 
A Gift of freedom from oppression. 

All salute! 

ALL weep. 


Arrivederci, Space Cruiser Yamato. 
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== Fan Fiction: == 
== COSMO MISADVENTURE: PSYCHIC PAIR??!! == 
—— By Patricia Munson-Siter == 


In the far future, powerful criminal psis have become a special 
problem 

for the worlds of the Commonwealth of Planets. The state of 
affairs the 

Lovely Angels investiaged on Nolandia was just the tip of the 
iceberg, 

compared to the organized crime cartels various psychically 
endowed 

criminals set up to meet their own needs. This problem became too 

wide-spread and dangerous for any single planet to handle on its 
own, so 

the Commonwealth Overgovernment formed a special group of espers 


of 

their own -—— lawmen to bring such psychic criminals to justice. 
These 

were the Cosmo Police Corps. One of the strongest at the time of 
our 

story -- and most feared by the criminal psis -- is Justy Kaizard, 
who 


holds the rank of "Hunter". It is his job to hunt down and bring 


to 

justice the most dangerous and powerful of the criminal espers, 
and he 

is currently on such a mission... 


The two Cosmo Police officers stared at the viewscreen toward the 
planet 

growing rapidly below them. The lights of cities stood out against 
the 

velvet darkness of the night side, while the day side appeared 

inoccuous. Most of the greed, brown and blue of continents were 
obscured 

by heavy white cloud cover. The deceptively beautiful spirals of a 

hurricane twisted gracefully near the equator. 


"So that's Freehold," the woman spoke softly, her hair dyed a soft 
green. 


"You're sure Mi'chon is here, Ryoko? Doesn't seem much like the 
type of 

target he prefers," the man comments, his shoulder-length blue 
hair held 

away from his face by a silver band. 


"Yes, Hunter Kaizard," she replied. "The impressions I got from 
his 

previous quarters clearly indicated he bought passage to Freehold. 
Now, 

he may well have used this as a way station, and have already 
proceeded 

elsewhere. If so, hopefully we can locate the room where he 
stayed, and 

I'll try to pick up further clues as to his next destination." 


Justy glanced over at the woman. Ryoko was so different from his 
normal 

partner, Borba, and quieter than either their fellow officer, 
Jelna, or 

his foster sister, Asteris. Justy knew Little about her, other 
than the 


fact she had the rare psionic ability of "postcognition" -- the 
ability 

to "see" past events by touching objects affected by those events 
—- as 


well as the normal telepathy and telekinesis most psis had. She 
also had 

remarkably hard shields, a good ability for an officer normally 
assigned 

to escorting diplomats rather than the undercover and full combat 

missions that were his normal duty as Hunter. While Justy knew 


better 

than to call diplomatic missions ‘milk runs', such didn't tend to 

prepare a Cosmo Police officer for out and out psychic warfare. He 
hoped 

she was up to whatever Mi'chon had cooked up for them. The 
Commander had 

assured him she could handle herself as well as any other Cosmo 
Police 

officer, but Justy was unsure of this seemingly unaggressive 
officer. 
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"We'll be within range of the port soon," Ryoko said, breaking 
into his 
train of thought. "Better assume our cover identities, neh?" 


He nodded, touched a stud on his wrist bracelet. Seconds later he 

appeared to be attired in the latest fashion of their supposed 

homeworld, Nefarine. His hair seemed longer, and was a frosted 

bronze-gold now. He wore tight, dark gray pants and knee-high 
black 

boots. A black best embroidered with red, orange and yellow 
threads was 

belted over a loose-fitting, long-sleeved white shirt. 


Ryoko was now a red-head. Her pants were black, and her boots 
forest 

green. Instead of a vest, she wore a short v-necked dark green 
jumper 

over a soft, pastel-yellow blouse. 

Moments later the comm blinked as Freehold's Port Authority 
requested 

identiy. Justy sent back their forged flight plan and identities 
as Sara 

Michaels and James Talleagle, business partners in the pursuit of 

"perfect" locales for various entertainment projects. Nefarine was 


famed 

for the many historical and action-dramas it produced for the 3-D 

theaters and home screens, and members of its entertainment 
industry 

were always searching for locations suitable for background 
‘color’ —- 

and were well known for their nosiness in relationship to this 
search! 


Shortly, their small ship set down and the two Cosmo Police 
officers 
began thier own quiet search for a wanted criminal... 


Kei sighed as she towelled her hair dry. They'd had several boring 

months standing watchdog over an old hen of a woman, who was 
afraid of 

an unspecified "criminal" who was “out to get her". At first she 
and 

Yuri had enjoyed the relative quiet, but after a few weeks they 
were 

both going nuts from inactivity. Even being sent after a lost cat 
would 

be welcome right now...Kei frowned as she put the towel away; on 
second 

thought, forget lost cats! She remembered a certain pink Persian 
all too 

well... 


Then there was Marsha North, the woman they guarded. Intelligent, 
witty, 

and street-smart. Somehow, not the sort one would figure to become 

obsessed, paranoid even, about noises in the night. If it was 
paranoia. 

Yuri and Kei had seen no signs of this unknown enemy North was so 
afraid 

of, but the woman was so sane in all other respects that one 
couldn't 

help but believe at least a little in the implacable criminal mind 
the 

woman said was bent upon revenging himself on her for some long- 
ago 

deed, one which the older woman refused to talk about. 


Elsewhere in the apartment, a door opened. "Yuri?" she asked. 


"It's me," her partner confirmed, closing the door behind her. 
From his 

corner, Mooghi wuffled a welcome, then went back to his chess game 
with 

Namoo. "Marsha's in the kitchen. Dinner'll be ready in half and 


hour," 
she informed Kei. "Then we're going to the concert at Big Rock." 


"Well, at least her cooking's better'n ours," Kei replied 
practically. 
"Any sign of Mr. Mysterious?" 


"Not yet, but Marsha's getting antsy," Yuri replied, frowning. 
"She's 

really scared, Kei; and she's a tough old broad...it takes a lot 
to 

scare her. She keeps on saying she 'feels' him...Suppose he's an 
ESPer 

of some type, our Mr. Mysterious?" 
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"Lord, I hope not!" Kei shuddered. "I got my fill of ESPers on 
Nolandia. 

"Sides, Marsha is smart enough to know that if it's an ESPer after 
her, 

she should call the Cosmo Police, not the WWWA." 


"Probably. I still wonder why the computer assigned us to this 

particular mission. It sure isn't much like the other ones we've 
had 

recently." 


Kei finished fastening her headband. "Maybe it decided we needed a 
rest 
and recreation assignment?" the red—-head commented. 


"I dunno. I feel rather uneasy myself, trying to protect a client 
from 

an enemy I don't know anything about, assuming he's real," Yuri 

complained, seating herself on the sofa and picking up her brush. 


"Can't plan a decent defense this way," Kei agreed as Yuri started 
working the tangles out of her long black hair. "But if something 
doesn't break soon..." 


Yuri laughed. "You've been saying that for the last two weeks, 
Kei!" she 
replied... "Relax and enjoy it!" 


"Ah, who can relax, when North's as keyed up as she is?" Kei 
replied, 

serious. "Wonder why we're going to that concert? If she is a 
target, 

that would be an ideal opportunity for an attacker." 


Yuri shrugged. "Maybe bravado, showing she isn't afraid? Or 
perhaps she 

wants to draw him out," she replied. "Don't worry so much, Kei —- 
let 

Marsha do it for us!" 


Kei only snorted in reply. 


Justy had to admit to himself that Ryoko certainly handled herself 
well 

as their search proceeded. They'd been at it for almost two days 
now, 

and the woman had successfully determined that their enemy was 
still 

planet-bound. Her search-probe was much subtler than his, and she 
seemed 

familiar with the ‘mind scent' of this particular criminal. 
Evidentally 

she'd crossed paths with Mi'chon in the past. Perhaps that was why 
the 

Commander had assigned her to this mission. As it was, Justy felt 
almost 

left out; here he was the experienced Hunter, but it was Ryoko who 
was 

finding all the clues! And their cover identities had the 
disadvantage 

of attracting attention here; evidentally Freehold was hungry for 
the 

sort of credits they thought a Nefarine movie crew would bring 
them. 

Every time they turned around some official or business man was 
fawing 

all over them...it made Justy uncomfortable; he was used to moving 
about 

in relative anomynity. For once, at this moment (as they stood 
quietly 


on a slide-walk) they were alone, but how long would that last? 


Ryoko tensed suddenly, face going mask-smooth as they watched a 

boulevard of skyscrapers go by. "He's heading for a concert," she 
said 

distantly, eyes unfocussed. "Somewhere called "Big Rock", I 
think..." 


Justy nodded, tensing up himself at the thought they might be 
nearing 

their quarry. ""Big Rock" was mentioned in the intro package we 
were 

given at customs," he said. "It's a big open-air amphlitheater out 
to 

the east of the city." 
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"We'd better get moving, then," Ryoko said, looked at him as the 
trance 

faded. "He's hunting for someone, someone he wants to kill. 
She...used 

to be part of his gang, and quit..." 


"So he sees her as a traitor," Justy finished the sentance grimly. 
He 

pulled out the computer-slate he'd rented and called up a map of 
the 

city on it. "We're going in the right direction. We take the next 
branch 

to the left and continue on for three miles. Do we have time to 
maintain 

our cover, or should we ‘'port?" 


Ryoko snorted. "Show ourselves for what we are, and he'll be gone. 


think we've enough time to not only keep under cover but get a 


good look 

around, find a decent observation point. From what I got, he's in 
no 

particular hurry himself. Mi'chon is the type who enjoys the 

anticipation, the growing terror of his victim as much as the 
actual 

kill." 


"You sound as if you've met him," Justy observed. 


"Yes. Before I was recruited by the Cosmo Police, I had 
Opportunity to 
observe the bastard at work," she replied. 


"T see." One rule of the "CPs": NEVER ask a fellow officer what he 
or 

she had done prior to joining up, unless the information is 
volunteered. 

Many young psis did things when their powers first manifested that 
they 

later regretted as both they and their abilities matured. Even if 
such 

escapades were criminal in nature, the Cosmo Police would often 
forgive 

that, if the youngster truely repented of his or her actions -—- 
and 

agreed to a mind-scan to varify the reality of that repentance. 
One of 

these days the Cosmo Police would have to discover ways to find 
young 

psis as they emerged; bring them up to use their powers correctly, 
in 

the service of their fellow creatures rather than for personal 
gain. It 

was simply too easy for young psis to turn to crime rather than 
use 

their abilities for "good" purposes. 


The slidewalk was becoming crowded, the closer they came to Big 
Rock. 

Justy almost bumped into two young women accompanying an older 
woman —— 

perhaps an aunt? As he briefly apologized he reprimanded himself 
for not 

paying attention; then became rather embarrassed at the 
speculative 

stares of the younger women —- one a tall, slender girl with short 
red 

hair, and the other somewhat shorter with long black hair. He 
could 


almost feel the blush rising in his cheeks and carefully shielded 
his 

mind from their inquisitive thoughts. He backed away as Ryoko 
tugged on 

his elbow. 


"Time to play games with the natives later, partner," she said. 
"Please 
pardon his manners, ladies..." 


"When he looks that nice, who cares about his manners?" the red- 
head 
leered as Justy followed Ryoko's lead. 


"Whew! Thanks for the save," Justy sighed moments later. 


"Save, nothing. You were so busy shielding from those two —- what 
will 

Asteris say to that, eh, Justy? -- that you never noticed the 
older 

woman they were guarding," Ryoko returned easily. 
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"Older -—- guarding? I thought perhaps she was a relative..." Justy 
was 

startled. 

"When both of the ones drooling over you had high-caliber laser 
guns? I 

doubt it. Especially as their ‘relative’ is a psi —- she's pretty 
well 


shielded, but I noticed...I wonder if she could be Mi'chon's 
target?" 


"Can't bank on it, even if you're right about those three. Too 
much of 


a chance that someone else might be the target instead," Justy 
decided. 

"Let's take the upper balcony toward the left; we can see all the 
seats 

from there as well as the stage..." 


Ryoko nodded, content to let her more experienced partner select 
the 

vantage point. Shortly they were in the first row of the balcony, 
a bit 

far from the stage to be considered optimum seats by most concert 
goers, 

but perfect for Justy's purposes. Despite Justy's warning, both 
had kept 

an eye on their earlier chance aquaintances. The three were seated 
below 

them, off toward the center beside the wall created by one of the 

entrances into the amplitheater. Justy had to revise his first 
Opinion; 

the two young women, now that they weren't paying attention to 
him, did 

have the air of trained guards of some type. He knew Ryoko was on 
hair- 

trigger, waiting for the least sign that Mi'chon was getting ready 
to 

act, and prepared himself for his own response. 


Despite the fact that the band playing was one of Kei's favorites, 
she 

found herself unable to relax and enjoy the music. There was an 

undefinable sense of unease, of tension in the very air around 
them that 

kept her on the edge of her seat. Yuri was trying to hide a 
grimmace; 

the loud rock music was far from being what she cared for. 


"Yuri, something's not right," Kei mumbled to her partner. "Do you 
feel 
it?" 


"Yeah. Ever since we ran into that cute young man with the gold 
hair...I 
don't like it, Kei." 


"There's a lot of psychic power here," Marsha spoke up suddenly. 
The 

Lovely Angels started, not aware their conversation had been 
overheard. 

"And that young man you two were talking to was an ESPer. He was 

shielding so hard against picking up your thoughts I couldn't help 


but 
feel it. I think his partner was probably a psi, too." 


Kei and Yuri looked at each other nervously. "Was he...?" 


Marsha smiled slightly. "No, he isn't my enemy. He may be here in 

response to my foe's actions, however. If those two were Cosmo 
Police, 

I hope Mi'chon hasn't noticed them yet." 


"Who...is this "Mi'chon", anyway? A criminal psi?" Yuri asked, 
almost 
afraid to hear the truth. 


Marsha sighed, then nodded. "He is. He was the mastermind behind 
ae Bali-Trikos massacre a decade or so back." Kei and Yuri shuddered; 
SLL a been the robbery of a planet's treasures that had resulted in 
ue deaths of over a thousand people, killed callously in the off 
aon thes might have presented an obstacle to the thieves. "I pulled 
out o 
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the group when I found out what he was planning. That was too 

cold-bloodly murderous for me. I was too frightened of what he 
might do 

to me if he found me to go to the authorities; and as I'd been 
part of 

the gang figured the Cosmo Police might listen politely and then 

mind-blank me because I'd used my abilities for criminal purposes. 
When 

the gang was hunted down a few months later he blamed me, deciding 
that 

the only way they could have been tracked down was if I'd given 


the CPs 

information. When I heard he'd successfully escaped the roundup, I 
knew 

he'd come back for me eventually. A few months ago my own contacts 

indicated he'd returned to the Commonwealth, and figured it'd be 
only a 

matter of time. I also knew the CPs would have someone on his 
tail. I 

asked the WWWA to give me some bodyguards in the hope that when he 

showed himself they -- you -- could help me hold him off until the 


CPs 

arrive..." 

"You mean...we're BAIT??!!" "That nice young man could be a 
CP??!?" 


Marsha only nodded at both shocked questions. 


"Well, it could have been worse. He could have been another sneak-— 
thief 
like your last boyfriend," Yuri said to Kei. 


"Or a terrorist, like YOUR last one!" Kei retorted angrily. 


"Terrorist? He's a freedom fighter!" Yuri replied with equal heat. 
"And 

shall I mention the boyfriend of yours we had to rescue from 
jail--?" 


Marsha shrieked, as did dozens of people around them as a searing 
bolt 

of yellow energy lanced toward them. North threw up an arm; the 
bolt was 

deflected a full yard above them. From above and to their left, 
another 

bolt seared the air into ionization, this one directed at the 
source of 

the first bolt. The audiance scattered, running over one another 
as they 

made for the exits, deadly fireworks erupting around them. The 
music 

from the band died with a clatter of fallen instruments as the 
musicians 

took cover in the vacant orchestra pit. 


"Stay where you are, it's safer," Marsha grabbed the elbows of 
both 
younger women as they attempted to follow suit. 


"But, Marsha, we nearly got fried! Thank the fates that you got 
that 


shield up in time!" 


"Oh, minnesan, it wasn't me!" Marsha smiled back. "I never could 
have 

held back that powerful a bolt. Mi'chon wanted to be spectacular 
about 

it, probably as a warning to anyone else daring to oppose hin. 
Someone 

else reinforced my shield." 

"You are a psi. I thought so," said a calm voice above their 
heads. All 

three recognized the white and black garb of a Cosmo Police 
officer as 

the green-haired woman hovered in the air above them. "You were 

Mi'chon's target?" Behind her, part of the balconey fell earthward 
as a 

strong 'shot' hit it; more psychic power bolts criss-—crossed 
eruptively. 


"T was," Marsha admitted. "Shouldn't you be helping your partner?" 
She 
winced as another burst of power shattered seats near them. 


The CP grinned as debris bounced of the shield she held so easily. 
"At 

this point, he'd be rather pissed off if I did. Normally Hunter 
Kaizard 
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is the most peaceable man you could ever ask for, but give him a 
crack 

at someone like Mi'chon...believe it or not, he's enjoying 
himself. My 

job is to make sure no one else gets hurt by the fireworks." 


"Hot damn! Here comes the other one!" Kei yelled, pulling her gun 


as a 

dark shape whizzed past. She fired, but the laser bolt was 
deflected by 

the man, who then wobbled as another shot from Justy hit him from 

behind. Kei's deflected bolt slammed into one of the huge arrays 
of arc 

lights held overhead by an anti- gravity unit. As a result, a good 
dozen 

of the heavy lamps came plummeting groundward, sparking furiously. 

Besieged from the ground as well as the air, Mi'chon decided the 
better 

part of valor would be to put distance between himself and this 

unexpectedly strong opposition. The air fairly sizzled as he 
rocketed 

away in the direction of the starport. 


"And there goes my young partner right after him," the CP sighed 
as 

Justy streaked after his prey. "I'd best go join him. I think 
you'll be 

all right for the moment. You know," she looked sternly at Marsha, 
"If 

you'd come to us earlier, you wouldn't have had to live in fear of 

Mi'chon for so long...I'll make sure someone comes around to see 
after 

your safety until we've settled the bastard's case." Gracefully, 
she 

arced skyward and joined the pursuit. 


"ALL right! Let's go after 'em! If we all keep the heat on his 
tail, he 

won't be back to bother you, Marsha!" Yuri was grinning. "Go on 
home. 

Mooghi and Nanoo'll be there...we've got to make sure these CPs 
don't 

fluff the job like they did last time!" 


Before Marsha could even open her mouth to object, the two Lovely 
Angels 
were gone. 


"Baka!" North snorted to herself. "You're asking to get dead 
oe eee with a monster like Mi'chon. Baka-may!" Despite herself, 
ale woman had come to like the Dirty Pair in the months they'd been 
ne bodyguards. She'd hate to see them killed... 


Ryoko saw the path of destruction caused by the two battling psis 


and 

thought to herself that matters were getting out of hand. Kei and 
Yuri 

Saw the same smoking debris and were both impressed and glad that 
this 

time they wouldn't be blamed for the chaos! The starport looked 
like a 

giant tornado had passed through it; starships of one sort or 
another 

were scattered about the field like so many squashed toys. So 
intent 

were all parties on the battle between the Cosmo Police Hunter and 

Mi'chon that no one noticed the pink-colored spacecraft...one of 
the few 

left undamaged on the tarmack...rising upward under Mi'chon's 

telekinetic power. Then a particularly powerful blast hurtled 
Justy out 

of the sky and through several buildings, his force field 
protecting him 

against serious injury. The dark-garbbed form entered the Lovely 
Angel, 

and the ship did the impossible —- performed a space warp less 
than a 

mile above the surface of the planet! There was a deafening clap 
of 

thunder as air rushed into the vacuum left by the departing ship, 
and 

the resulting shock wave finished the destruction caused by the 
battle. 

"Our ship!!!" Kei wailed from behind a sheltering wall. "The 
damned 

bastard stole the Lovely Angel!" 


The two WWWA agents found Ryoko at the CP's ship, diligently doing 
her 

best to repair the damage it'd taken during her partner's battle 
with 
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Mi'chon. She was using her telekinesis to not only hold parts in 
place 

but to meld the broken edges together. As they approached, Justy 

rocketed back down from the sky. 


"We want our ship back!!" Kei yelled. 


Justy ignored them. "I can't pick up a strong enough trail to 
follow," 
he said matter of factly. "Got a line on him?" 


"Yes. He's heading for Miritha," the woman replied, touching his 
mind 

with her own to show him the trace she had located. "It's outside 
of 

Commonwealth space, and too far for either of us to follow him 
under our 

own power. That's why he took their spacecraft, in addition to the 
fact 

it seems to have been the only one left in working order after 
your 

little fracas." 


"Only one left..." Yuri said in a small voice. Then her voice 
hardened. 

"Then we're going with you, after the Lovely Angel!! We're not 
letting 

that -- that -- crook steal our ship and get away with it!" 


"No, you're not. It's far too dangerous," Justy returned, 
frowning. "My 
partner and I are trained for this sort of work. You aren't..." 


"The hell we ain't!" Kei interrupted, furious. "Just 'cause you're 
CP 

doens't mean you're the only ones who've ever battled ESPers! WE 
were on 

Nolandia..." 


"We've been trouble-shooters and agents for the WWWA since we were 

sixteen," Yuri put in, hands on hips as she frowned at the young 
Hunter. 

"We've been in tougher situations than this, fought against worse 

criminals..." 


"We were hired to keep Marsha North safe —- and the only way to do 
that 
is to make sure you bozos don't let that crook get away again!" 


Kei 
continued. 


"Ladies, you obviously don't understand the situation..." Justy 
was 

getting just a bit flustered by the infamous Dirty Pair as they 
both 

leaned in toward him, eyes blazing angrily. 


Somewhere behind him, as she finished her repair work, Ryoko 
smiled to 

herself as she listened to the heated argument continue. Setting 
the 

last bond in place over a deep score in the ship's skin, she 
turned back 

to the three. 


"Forget it, Justy," she said, tapping him on the shoulder. He 
looked at 

her, obviously disappointed that she'd ‘deserted' him. "If they 
want to 

risk death, that's their choice. It's not like they're a pair of 
tyros 

who've never faced any real danger before. Don't you recognize 
them?" 

"Huh?" Justy was startled. 


"Tshk! Not listening to the briefings, have you? Of course, you 
don't 

get into this sector very often...If I'm not mistaken, these are 
Kei and 

Yuri of the World Welfare Work Association. You may have heard 
them 

refered to as "the Dirty Pair"." 


"Lovely Angels!" Kei and Yuri spoke as one as Justy continued to 
look 
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blank. 


"That may be your official code-name, but let's face it -—- most 
people 

know you by the other," Ryoko told them, but noting her partner 
was 

still confused. Introductions seemed called for. "I am Officer 
Ryoko, 

and this is Hunter Kaizard." 


"Fine. So, Hunter Kaizard, we're requistioning space on your ship 
while 
you go hunting this asshole!" Kei said. 


"Sure you are," Justy muttered under his breath, glaring at Ryoko. 
"How 
do I get myself into these things?" 


"Now, Justy. After all, it was their ship Mi'chon stole. They may 
be 

able to help us; I'm sure the Lovely Angel is full of all sorts of 

special equipment and such that neither Mi'chon nor we are aware 
of. The 

sort of Knowledge a simple mind scan won't pick up." 


"Whose side are you on, Ryoko?" 


"On the side of getting that bastard," Ryoko said quietly. 
"Anything 
that might help us realize that goal..." 


"ALL right, all right. I know when I've been outnumbered and 

outmanuevered," he said, giving in. "Let's get going. Though how 
all 

four of us are going to fit inside our Spacer..." 


"Very closely," Kei leered at him, grabbing one arm. 


"Who says you can't combine romance and adventure in real life?" 
giggled 

Yuri as she took the other, and they walking into the ship behind 
Ryoko, 

a furiously blushing Justy between them. 


"If Jelna or Asteris ever find out..." he moaned. 


Ryoko hid another grin; Justy was turing all shades of red in 
embarrassment. He was usually so serious...the poor youngster 


obvious ly 

had never learned the fine art of teasing, and had no idea how to 
handle 

it. His embarrassment was only egging on the WWWA agents to more 

merriment at his expense. Still, while she had decided that Justy 
needed 

to learn to relax more, their current needling wasn't helping any. 


"If you two will strap in," she said, breaking into their 
conversation, 
"Perhaps we can get started." 


With a look of relief Justy headed up front as his partner 
supervised 

getting the “Dirty Pair' settled into some jump seats. The engines 
came 

on as she joined him in the co-pilot's seat, and within minutes, 
using 

their special clearances (and the fact the shattered Port 
Authority 

building still wasn't sure what had gone on...) the small Cosmo 
Police 

ship was space-borne. 


By this time Justy had himself a good, solid "line" on Mi'chon and 
was 

following it unerringly, using the brief "touch" Ryoko had 
initially 

given him. 


"What is he ——- some sort of space-going blood hound?" Kei demanded 
as 
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Ryoko cautioned them against disturbing her partner's 
concentration. 


"They do call him "Hunter", don't they?" Yuri giggled back. "Kinda 
good 

looking for a bloodhound, don't you think, Kei? You got a claim on 
him?" 

This last was directed at Ryoko. 


"Lady of Light, no! I leave the Justy—-hunting to all the single 
young 

women back at the base," Ryoko grinned. "I've already got me a 
steady, 

thank you." 


"Then he's free game!" Yuri exclaimed, eyes gleaming. 


"You approach him with those sort of thoughts in your mind —- and 
- = tell what you're thinking, he sure can! —— he'll run like hell 
g the other direction," Kei replied practically. "And if we distract 
at the wrong time, Mi'chon could fry us all." 
"Nah...Ryoko here'll protect us!" 
, "If I can. Hunter Kaizard has had far more experience at this kind 
fe) 


mission than I have," Ryoko returned easily. "Mi'chon is quite 
powerful." 


"You shielded us from his energy bolts at the concert!" Yuri 
protested. 


"Those were far from his most powerful, minnesan. Powerful enough 
" overcome your client's shields, yes, but otherwise designed more 
By spectacular fireworks than true penetrating power. After that 
ere he was too busy fending off Justy's attacks to concentrate 
* killing you three," Ryoko responded, smiling at their discomfort 
ae eae to penetrate just how close they'd come to dying this time. 


"Who was it who was saying something about doing something drastic 
ai 
this case didn't break soon?" Yuri asked Kei. 


"Yeah, but this isn't quite what I had in mind!" Kei retorted. "Do 
you 


really think we'll be useful, Ryoko?" 


The woman nodded. "I wouldn't have said so to Justy if I hadn't 
meant 

it," she said with assurance. "For one thing, I'm sure Mi'chon has 

friends wherever he's going, and not all of ‘em will be ESPers. 
Powerful 

as Justy is, he can't be everywhere at the same time, not when 
he's 

fighting a major battle with several opponents at once. And while 
I 

expect Mi'chon and some of his top people will be administered 
justice 

on the spot, we will need to collect evidence to convict others 
later 

on...He must have contacts in the Commonwealth, for example." 


"And those contacts may know of even more such criminal ESPer 
groups...I1 
see," Yuri said. "You want us to help collect your evidence?" 


Ryoko nodded. "I can find the proper computers and such, but 
getting 

information from them at the same time I'm fighting off the enemy 
gets 

hairy at times," she said. 


"Fine. The WWA will send you a bill for our services," Kei said. 
"Going 
to be a long trip?" 
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"Several hours at least." 


"Fine. I'm getting me some shuteye. Wake us when we're getting 
close, 


eh, Ryoko?" 


"Sure," Ryoko agreed, watching a little enviously as the two WWWA 
agents 

dozed off easily. While she had no problems sleeping in bed at 
home, she 

was the type who could never get comfortable enough sitting ina 
seat to 

nod off. She turned back to the main viewscreen, allowing her 
thoughts 

to drift ahead of them and fan out to the sides. Her mind could 
not 

reach as far as Justy's, particularly when he was driving such a 
hard 

line straight ahead, but she hoped that her investigations to the 
Side 

would help protect them from ambush of any type...She dropped into 
the 

light trance state that to an outside observer would closely 
resemble 

sleep, despite the fact her mind was actually working harder than 
it 

would when fully awake. 


Miritha, their target, was a dark and dismal planetoid circling a 
tiny 

white dwarf star, its skys unlit even by starlight due to the 
blocking 

black nebula surrounding it. As they looked down at it, Justy 
wondered 

with one part of his mind why criminal psis tended to be drawn to 
such 

inhospitable places to establish their bases. Why not sunny, airy, 

pleasant worlds once in a while? "I can't find the exact location 
of the 

Lovely Angel," he said. "Mi'chon's got his shields up. I don't 
Suppose 

you have a transponder of some sort on board?" 


"Of course, silly!" Kei snorted. "Lots of time we've had to hide 
our 

ship in oceans and such. Can't afford to not be able to find it 

immediately when we need it! Yuri, you want to set in the code to 
turn 

it on?" 


"Sure thing. One side." Yuri made her way past her partner, almost 

rubbing shoulders with Justy as she leaned over the control panel 
and 

started punching buttons on the communications console. A minute 


later 
a blip appeared on the board. 


"That's where he set her down," Yuri said smugly. 


"Ryoko, anything on our normal instruments?" 

"He's jamming those pretty good, too, Hunter. But I get 
indications of 

a structure of some sort in that area. He must have a base there. 
We'll 

have to destroy that if we can." 


"Fine. We'll set down over here on the other side of the ridge and 
work 
our way in. We have jet packs for these two?" 


"Yes, Plans?" 


"T'll keep Mi'chon and his cohorts busy, distract them while you 
three 

take care of the base and get the information the Commander wants. 
i 

yell if I need help." Justy looked grim. While in the heat of 
battle he 

could enjoy himself, looking at the prospect of such conflict cold 
was 

not an appealling thought. It was something he had to do...there 
were 

times he wished frevently that he was still living on that small 

agricultural planet where Jelna had found him seemingly so many 
years 

ago now... 
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They were met by considerable opposition as they came in, attacks 
by 


both anti-space missiles and unseen but not unfelt psychic 
assaults. 

Justy grimly held on, while Ryoko shielded them from the worst of 
the 

melee. At least one missile got through, or perhaps it was a 
psychic 

bolt; Justy felt the ship lurch and sway drunkenly as his controls 
went 

dead. Glancing at each other, the two psis brought the small craft 
in by 

the dint of their own minds. Kei and Yuri held on to each other 

desperately as the ship jerked about alarmingly, beginning to 
wonder if 

they were going to live long enough to touch down. Then they were 
down, 

the rough landing further damaging their transportation. All four 

quickly exited the cockpit, knowing that it would take far more 
than 

their own ability at making repairs to make her space worthy 
again. The 

attacks had slacked off for a few minutes, and the assault force 
took 

the opportunity to regroup and continue their mission. It was far 
too 

late to reconsider...They separated. Justy went openly, prepared 
for 

battle, while Ryoko did her best to camoflage her screens, in the 
hopes 

that she and the Lovely Angels wouldn't be noticed in the 
excitement 

Sure to result once Justy's challenge was met. 


They found the base with relative ease. Its inhabitants seemed to 
have 

decided that there was no point in doing a lot to conceal it, when 

psychic senses could ferret out such a large installation easily. 
"Not 

a lot of psis, but quite a few people down there," she muttered. 


"Good. Those we can handle," Kei said grimly, checking the charge 
oa her blaster. "Kaizard started his offensive yet?" 
"About five minutes ago. He started out cool and collected, but 
uC aria to get mad now," Ryoko remarked. 
"Time to get going, then." Yuri said. 


"Quite. The guards are mostly located in those three towers; with 


a 

roving patrol on the top of the wall. Some inside as well, but I 
can't 

pick them up well yet," Ryoko said. "I'll take out the 
controls..." 


With unspoken agreement, the three women flitted toward the 
fortress. 

Both WWWA agents had agreed to allow Ryoko light mind touches; 
with that 

connection she could let them know exactly where their opponents 
were, 

and leave all the surprise on their side. The Dirty Pair went 
about what 

they did best -— creating mayhem among the foe. They were somewhat 

startled when one of the towers exploded, then realized that Ryoko 
had 

indeed taken out the controls. They surged forward into the 
building, 

adding to their personal inventory of weapons by the simple 
expedient of 

picking up the weapons dropped by their terminated opponents. Even 
Ryoko 

had picked up a pistol; she'd need her psychic energy later for 
more 

important things than taking out cannon fodder. 


It also didn't take much work to locate the central computer. Yuri 
went 

to work trying to find the information the Cosmo Police needed 
while Kei 

and Ryoko kept away the guards. 


"Got it," Yuri eventually said, turning and starting as she saw 
the 

massive pile of bodies her partner and their ally had accumulated 

between them. "But he's got a tractor field on the Lovely Angel. 
We 

can't lift off in our ship until we turn it off!" 
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"Well, there's a simple answer to that!" Kei grinned. She took one 
of 

the laser cannons she'd appropriated, pointed it at the complex 
computer 

banks, and pulled the trigger even as both Ryoko and Yuri yelled: 

"Don'tiri 


Seconds later, both of the Dirty Pair were hanging on for dear 
life to 

Ryoko as the Cosmo Police officer struggled to hold her shields 
tight 

against the resulting explosion. The force of the blast threw them 

physically through several walls, then they were outside, falling 

groundward ——- until Ryoko caught herself and telekinetically 
"Lifted" 

them away from the rapidly approaching pavement. 


"Kei, would you please think next time before you blast something 
like 

that?!?" Yuri was screaming at her, the base erupting into 
beautiful 

pyrotechnics behind them. Unnoticed, the fire and explosions began 
to 

spread to the fuel tanks stored far underground on the small 
planetoid. 

Then Kei herself was screaming, as a bolt of lightning slashed 
past 

them. Ryoko halted in mid-flight, facing an antagonist clad in 
bright 

red and gold. Kei and Yuri looked at their ally and shuddered; 
tried to 

scrunch into as small a space as possible. Ryoko's eyes were now 
g lowing 

Silver, and her hair was beginning to lift away from her head with 
the 

discharge of the power she was raising within herself. 


"So, Yallen, you wish to cross swords with me?" the Cosmo Police 
officer 

asked, her voice somehow changed -—- filled with the surety of 
confidence 

in oneself. 


The only answer was another bolt, then: "Die, you Police bitch!" 


Yuri noted with some interest that the fireworks weren't nearly as 

impressive from up close as Ryoko let loose. On the other hand, 
Yallen 

seemed to feel they were quite adequate, considering the way he 
started 

yelling, and fell rapidly groundward. Ryoko followed him down, 
setting 

the two Lovely Angels on their feet before she went to check on 
him. The 

two followed warily. 


The man was badly burned, but could still see, if the way his eyes 
widened in astonishment as he obviously recognized Ryoko was any 
indication. "Fire...Firechild!" he whispered. 


"You had your chance, Yallen, as did Mi'chon, and the rest of us. 
You 

all chose to continue the evil of the Overlords," Ryoko said 
quietly. 

Her hand reached out, pointed toward the man. "Now you must pay 
for the 

ill you have chosen to perpetuate against others." The hand 
tightened, 

and Yallen shuddered, then fell silent. 


Ryoko seemed about to weep for a minute, then straightened her 

shoulders. "Go get the Lovely Angel ready!" she told them. "Justy 
could 

use some help..." 


Elsewhere, Justy was having troubles of his own. Mi'chon and five 
of his 

cohorts were doing their damnedest to kill him, and the Hunter had 

discovered that he was far more tired than he'd thought. Plus, 
unlike 

most of the criminal ESPers he usually fought, these worked as a 

well-oiled team rather than individually. He sent out a brief 
"call" for 

help, "heard" Ryoko's faint reply, and dug in, lashing out with 
the same 

bulldogged determination that had kept him going through so many 
other 
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battles. Then searing fire lit the sky, and one of his opponents 
was 

gone. The others split up to take on this new threat, which gave 
the 


experienced Hunter the edge he needed. Against six, coordinating 
their 

attacks, he could barely hold his own. Against three, whose 

concentration was fragmented by the loss of one of their number, 
his 

attacks were far more telling. He mind-blasted the two 
subordinates, 

then turned his attention to Mi'chon himself. Justy's confidence 
soared; 

he already knew he could take on this one. Mi'chon knew it too; so 
the 

battle was, in a very real sense, over before it had begun. A 
short time 

later Justy let the weight of the dead man drop to the ground, 
turned to 

see Ryoko watching him with detached interest. Justy made a quick 
body 

count; between the two of them they'd accounted for all of 
Mi'chon's 

psychic warriors. 


"IT hate this work," he said with a sigh. "Damn it, why do people 
with 

the sort of power these people had use it for something other than 

amassing illegal fortunes?" 


"Justy, they had their chance, perhaps more than once, to change 
the 

direction of their lives. Don't mourn these bastards too much," 
his 

partner advised. "Now, come on, our friends should have gotten to 
their 

ship by now." 


Justy nodded, and followed her, not about to argue. The woman had 
more 

than proven herself...Justy wouldn't underestimate her again. 
She'd 

handled the three psis she'd taken on with skill enough that he 


hadn't 

even noticed what she'd done. Perhaps with too much ease...but 
Justy was 

too tired to follow that momentary suspicion, and dismissed it 
from his 

mind. 


Back at the Lovely Angel, the Dirty Pair was bewailing the damage 

Mi'chon had done to their ship, and were in no friendly mood when 
the 

two Cosmo Police officers arrived. 


"Your people will pay for fixing the damage to our ship, won't 
they?" 
Kei demanded as soon as they came on board. 


"Don' ask me," Justy yawned, collapsing into a chair. "That you'll 
have 

to discuss back at base with our legal people...Y' want to give 
them the 

coordinates to Helva Station, Ryoko? That's probably closest." 
Justy 

closed his eyes and almost immediately was asleep. 


"Yeah, sure," Ryoko groaned, looking at him. Then the ground 
surged 

under their feet. "Shimatta! You'd better get this thing spaceborn 

like five minutes ago!" the CP officer yelped, grabbing onto a 
stantion 

for support. 


"We're going!!!!" Kei shoved the throttle forward and the Lovely 
Oe ec drunkenly forward, then lifted upward as her pilot coaxed 
i into life. Another tremblor rocked the planetoid below them, and 
a eee gouting out of crevasses that had suddenly opened in its 
surface. 


"Gleep. Another frickin’ planet..." Yuri moaned. 


"Well, it's out of Commonwealth space, so at least we won't have 
to do 
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nearly as much paperwork as last time!" Kei told gleefully. "Now, 
let's 

go see how much money we can drag out of the Cosmo Police for 

compensation...." 


"I'm sorry, ladies, but that's all the credits we can legally 
authorize 

you for your troubles," the small man was telling them as they 
walked 

down the corridor. "You did go with our officers of your own 
initiative, 

and once you agreed to leave Freehold with them, you were 
essentially 

volunteering your services rather than contracting them out. It 
will 

take the Overgovernment's Office of the Budget to authorize more 
credits 

for the repair of your ship. It isn't our fault the criminal 
hijacked 

it, you Know..." 


"Argh! What was that about less paperwork this time?" Yuri asked 
Kei. 


"So sue me!" Kei growled. "Uh...on second thought...Oh, there's 
Justy!" 


Someone else had seen him at the same time, as behind them they 
heard a 

feminine voice call his name. "Justy!" the youngster, bright red 
hair 

streaming behind her, leaped past them and threw her arms around 
the 

Cosmo Police officer. Then another woman, dressed in Cosmo Police 

uniform as well, and with red-gold hair, joined Justy and the 
younger 

woman. Laughing, he put an arm around both of them and the three 
went 


off in another direction. 
"Blast," Kei muttered discontentedly. 


"Ah, but that one's not bad," Yuri whispered, nudging her. Kei 
looked 

and barely controlled the wolf- whistle that threatened to emerge 
from 

her Lips. "manna from heaven," she breathed as she looked at the 
Cosmo 

Police officer walking down the corridor toward them. He was 
perhaps six 

foot tall, with slightly angular eyes and long black hair. 


"Silvan!" Ryoko's voice came from the other direction, and the man 

smiled. "You're back from your mission," she continued, and was 
giving 

him a warm embrace that was willingly returned. 


"Oh, rats!" Yuri said as that pair disappeared, too. "Are there 


ANY 

unattached men around here?" 

"Hello, ladies," said a voice behind them. They turned to see a 

dark-haired man with a somewhat homely face, pointy ears and a 
predatory 

smile on his face. "I'm Officer Borba, Hunter Kaizard's normal 
partner. 

Justy asked me to show you around -—- is there anything I can do to 
help 


you right now?" 


The Dirty Pair looked at each other and both gave out a long, 
heartfelt 
Sigh. 
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== NOT NECESSARILY THE PUZZLE PAGE == 
== By Gaijinitsu Ichiban == 
This month's theme: Mecha Mania 
I. What do the following TV shows have in common? 
a. "Panzerworld Galliant" 
b. "Mazinger" 
c. "Gigantor" 
d. "ZZ Gundam" 
e. "Giant Gorg" 
II. Criss Cross Puzzle 
In this kind of crossword puzzle, you have to come up the pattern 
of 
blanks and squares in order to solve the puzzle. (So there!) 
DOWN 
1. Giant series 
aoe , the Eighth Man 
3. "Mighty s" 
ACROSS 
: ee ech" 
2. Hot line of toys in recent years were ix 


III. Riddles 'n' Rhymes 

1. What did the Brutish Bulldog say to Chirico? 

2. "I think that I shall never see 

A smaller than a tree." 

3. How many Transformers does it take to change a light bulb? 

4. What don't you see more action-filled scenes of mech suits 
sliding 

down ridges, guns a-blazing? 

5. Does anybody actually read this stuff? 


Answers 


I. What do those TV shows have in common? 


The letters "A" and "N". 

II. Criss Cross Puzzle 

(If you think I have any idea what the pattern is, you've got 
another 

thing coming!) 


DOWN 

1. Robot 
2. Tobor 
3. Orbot 
ACROSS 
1. Robot 
2. Robot 


III Riddles 'n' Rhymes 

1. Nothing. Brutish Bulldogs can't talk. 

2. Robot 

3. All of them. That way, by the time all the characters have made 
their 

mandatory appearance the scripter only has five minutes left of 
the show 

in which to worry about minor things like plot development and 
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4. You wouldn't be asking that if you'd ever had YOUR power armor 
ride 

up after doing a stupid stunt like sliding downhill! 

5. Probably not, otherwise Gaijinitsu Ichiban would certainly have 

gotten some nasty letters by now. (Especially after that last 
answer!) 


This Month's Bonus 


The first five readers who send in the correct answer to the 
secret 

question (cleverly not hidden in this article) will receive a gift 

certificate worth a lot of money from Rantin' Randy's Used Robot 


Roundup. Disclaimer: (Required by law) Since the aforementioned 
company 

is no longer in business, it is the sole responsibility of the 
winners 

(if any) to take whatever legal action they feel appropriate 
against the 

Robot Roundup to claim their prizes. 
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== NOT NECESSARILY THE GOSSIP PAGE == 

== By Gaijinitsu Ichiban == 

Using ideas stolen from..... uh, "influenced" by Doug and Robert 
and Al 

(you know who you are) 

DARLINGS!!!!! Oh, there's so much SCRUMPTIOUS, RED HOT, FRESH, 
TASTY, 


JUICY, DELICIOUS gossip for you to SAMPLE that I simply don't know 
where 

to start! What's that, daaarling? At the beginning, you say? What 
a 

Simply NOVEL idea! 


Thanks to yours truly's unmatched persuasive abilities (with a 
LITTLE 

help of some hefty bribes) I was able to attend a very private, 
very 

exclusive, very hush-hush party for anime characters and their 

associates. Since yours truly has not the SLIGHTEST resemblance to 
any 

anime character or their friends, I was forced to go in disguise. 
And, 

darlinks, I hope you TRULY appreciate my sacrifice, because the 
only 

costume available was that of (gack) MINMEI!!! Oh, dearies, it was 
just 

HORRIBLE! So pay very close attention to what I, Gaijinitsu 
Ichiban (or 

a reasonable facsimile thereof), will reveal to you! 


Over at the bar was KEN, that scowling hunk of post-—apocolyptic 
MAN. It 

seems he'd had a bit too much sake, and I distinctly heard him 
mumb Ling 

to himself. WELL, it was just TOO MUCH to resist, and so I sidled 
on 

over. He said (and I have the recording to PROVE it!), "I hate 
this job. 

Everybody looks like they're on steroids, even that Jesus guy. And 
they 

all make fun of me... I know they do, talking about that “Death 
Star' 

all the time. I NEVER get to see the Death Star... I think they're 

making it all up just so they can laugh at me. And another 
thing... I 

never get a death soliloquy. Everybody else gets to make this 
really 

neat speech that goes on for ten minutes, but all I ever get to 
say is 

one phrase for a whole @#$%! season. ‘You're already dead.' For a 
WHOLE 

SEASON that's all they let me say. It's not fair... IT'S JUST NOT 

FAIR!!!" About that time the bartender exploded, so I thought it 
would 

be a good idea to circulate among the other party-goers. 


DARLINGS, let me tell you it wasn't easy being mistaken for 
Minmei. ALL 

those questions about "What comes after the number three?", "Don't 
you 

Know more than one song?" and the screams of "MY GOD! Stand back, 
it 

looks like she's going to start SINGING!" Well, dearies, let me 
tell 

you I ignored them as best as I could, but when this one chappie 
in 

green power armor said, "I hear you took singing lessons from Neil 

Diamond", WELL let me tell YOU I was too upset for words. (The 
hospital 

called me up after the party was over; fortunately the suit's 
thirty 

millimeter gun wasn't embedded TOO deeply so they expect him to be 

released from their care any week now. They say he MIGHT even be 
able to 

walk again after intensive therapy.) Anyway, my worshiping 
readers, 

let's just leave this oh-so-sad part behind us, shall we? 


I prowled around for a while, alert for anything remotely of 
interest to 


YOU, my DEAR readers. After a while, I noticed that there was a 
GREAT 

deal of food available, and these anime chappies were certainly 
PILING 

their plates up. However, upon closer inspection, they actually 
ate VERY 
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little of what they had taken. Personally I think they do it 
because 

their EYES are bigger than their STOMACHS, but that's just my 
opinion. 

(And a VERY important one, at that so let's not forget it!) 


During my wandering, I eventually overheard some studio executives 

discussing new shows. You can be certain that I LEAPED at the 

Opportunity to get an early scoop. Unfortunately, this tall, slim 
fellow 

with a patch over his right eye and a voice JUST like John Wayne's 
got 

in the way. The other party-goers gave me some NASTY looks, but I 
at 

least I didn't leave him any more scarred than he already was. (I 

believe someone called him "Captain Hardluck", in which case he 
OUGHT to 

be used to that sort of thing happening.) I claimed I'd tripped 
over HIS 

laser sword, (why he was wearing the silly thing to a party I'LL 
never 

know!) then snuggled my way over to the executives. YES, darlinks, 
they 

were indeed planning NEW SHOWS!!! Remember, you heard it here 
FIRST; 

thanks to Gaijinitsu Ichiban (or a reasonable facsimile thereof!) 


One of the shows will be about an old-fashioned rock and roll 
REBEL who 


mysteriously inherits a sentient giant robot. Whenever he wishes 
to 

ENTER the robot, Our Hero (named Dougu) only has to say "Jamesu 
Deenu" 

and is carried into the robot chestplate by means of a mystic 
spotlight. 

The show will be called "Robot Without a Cause", in case you were 

wondering. 


Just then I noticed that lurking off in a corner was (gasp) 
someone 

wearing an anime character costume, obviously GATE-CRASHING! (If 
you're 

wondering how I could spot him, you just have to keep in mind that 

Tochiro is a potato-head, and he's most certainly NOT six foot two 
with 

eyes of blue!) Well, let me tell you, DARLINGS, I wasn't about to 
let 

this lawbreaker get away with this heinous atrocity so I 
approached him 

and accused him of his crime. However, after discussing the matter 
like 

CIVILIZED human beings (now I can afford that 12 cylinder 1989 
Spiraghi 

I've had my eye on) I agreed to keep my silence. I was also able 
to 

confiscate his notebook (JUST to keep him honest, you know) and 
happened 

to notice he was also an executive. However, he worked for an 
AMERICAN 

animation studio. With bated breath, I perused the pages, hoping 
to get 

another scoop. Aha! Today was my LUCKY DAY, darlinks! Two scoops, 
two 

scoops, two scoops in one (day)! 


Judging by the brief outline, it seems the American company 
planned on 

releasing an ALL NEW animated series called "Master of the Day 
Care 

Center". After OUR HERO (named Doug) had undergone several trials 
and 

tribulations, after having suffering through tortuous nap-times 
and 

soul-shattering milk and cookie shortages, Our Hero realized his 

potential to right the wrongs of the Playground on the day he 
raised his 

plastic sword and cried, "BY THE POWER OF PLAYSKOOL!" 

(wokkawokkawokkawokka<<< special sound effects accompanying the 

transformation). The line of toys and accompanying merchandising 


is 

already established and waiting for the show to actually be aired. 
(I 

can get a good deal on it, too, thanks to skillful blackmail...I 
mean, 

"negotiations"... so write to me care of this publication if 
you're 

interested in this hot new line.) 


Well, DARLINGS, I had more fun than I could shake a stick at but 

eventually it came time to leave (all right, so it WAS six a.m. 
the next 

day, but you'd think they'd at LEAST have the COMMON COURTESY to 
OFFER 

to serve breakfast). So until next time, I leave with these 
parting 
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words, courtesy of my CLOSE, PERSONAL FRIEND Weird "Al" Yankovic: 
"Keep 

your head in the stars, your feet on the ground, and your hands 
out of 

your pants, that's disgusting." CIAO, DEARIES! 
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== MEL BLANC: 1908-1989 == 
== by John Horn for the Associated Press == 
== rewritten by Dan Kellaway == 


The man of a thousand voices has died. Mel Blanc died Monday July 
10 of 
heart disease. He was 81. 


Blanc performed the voices on 850 cartoons for Warner Brothers in 
a 

career Spanning more than 5@ years. His versatility was so 
profound few 

would have guessedjust one actor was behind so many different 

characters. Working in an age before high-tech sound effects, 
Blanc was 

a human synthesizer. 

Besides Warner, Blanc worked for many animated filmmakers 
including 

Hanna-Barbara where he did voices such as Dino, Barney Rubble, and 
Mr. 

Spacely. Blanc also played the voice of the robot Twiki on the TV 
series 

Buck Rogers in the 25th Century. 


Born in San Francisco and raised in Portland Oregon, Blanc 
discovered 

his vocal skills while in grammar school. He began his career in 
Bre sueaeeee both as a musician and a radio performer in 1927 when he 
ere performed on a Portland radio show called "The Hoot Owls". He 
aN his wife, Estelle, subsequently wrote, produced, and performed all 
er characters for the daily radio show "Cobwebs and Nuts". In 1928, 
ee who played the bass, violin, and sousaphone —- was hired by the 
ee Radio Orchestra based in San Francisco. 


Starting in 1937, he became part of the Warner cartoon studio, 


which 

produced one short feature subject each week. His first Warner 
character 

was a drunken bull in the Looney Tunes short "Picador Porky." As 
legend 

has it, the actor who played Porky actually did stutter. A few 
months 

later, Blanc took over the role in "Porky's Duck Hunt," stuttering 

intact, and also created Daffy Duck. Blanc introduced Bugs Bunny 
in the 

1940 short "A Wild Hare," giving the rabbit a combination Bronx 
and 

Brooklyn accent. He invented the voices of such well-known 
characters as 

Elmer Fudd, Sylvester the Cat, Tweety, Speedy gonzales, Pepe Le 
Pew, the 

Tasmanion Devil, the Roadrunner, Foghorn Leghorn, Yosemite Sam, 

Heathcliff the Cat, and Speed Buggy to name but a few. 


During the Warner Brothers heyday, which lasted well into the 
1950s, few 

people recognized Blanc's face but hardly anyone was unfamiliar 
with his 

voices. From Bug's "What's up, Doc?", Porky's "Th-th-th-that's all 

folks!", to Tweety's "Itawt I taw a puddy tat!", his voice 

characterizations became titbits of US popular culture. 


His last contribution came with 1988's Who Framed Roger Rabbit in 
which 

he did Daffy, Tweety, Bugs, and Sylvester. He wrote an 
autobiography 

that year entitled That's Not All, Folks: My Life in the Golden 
Age of 

Cartoons and Radio. 


But for all his fame as the voices of cartoon characters, the most 

Warner Brothers ever paid him was $20,000, and the studio retained 
the 

rights to the phrases Blanc invented. The person most likely to 
succeed 

to Blanc's repertoire of cartoon voices is his son, Noel. 
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[Just a few days before we lost Mel Blanc, we lost Jim Backus, the 
voice 

of Mr. McGoo. All the great ones seem to be going, they will all 
be 

missed.—-RSS] 
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== Anime Fandom Information == 
== by Randall Stukey == 


[None of the organizations or publications mentioned in this 
article 

are associated with the Anime Publications Bureau (except for the 
APB 

Special Branch and Well of Souls, of course) in any way, so you 
are on 

your own in dealing with them. However, those listed as "APB 

Approved" meet the following conditions to the best knowledge of 
the 

APB staff at the time this was written: 


* Strongly oppose the dubbing and sale of videos "for material 
profit of any kind" by those who are not licensed to do so by 


the 
copyright holder. 
* Are non-profit organizations run by unpaid fen for fen. 
* Are active clubs with approximately equal benefits to all 
members —— even those who live too far away to attend 
meetings. 
* Are generally ran in a democratic manner. 
* Produce their publications and other benefits more or less 


"on 
schedule" (for fandom, this means "give or take 3 or 4 
months"). 
* At least one APB member has had regular contacts with the 
club 


for at least one year. 


Please note, however, that neither the author nor the APB accept 
any 

liability if you find things to be different (or the addresses to 
be 

wrong, for that matter). Clubs can change their stripes 
overnight. 

Nor should failure to be listed as an "APB Approved" club be taken 
as 

a sign that the organization is corrupt and no good -—- it often 
Simp ly 

means that either the club in question is more of a local group 
that 

really does not know what to do with members who cannot attend its 

meetings or that the APB staff know nothing about the operation of 
the 

club at all! Clubs Known to be associated with "for profit" 

Organizations (such as Books Nippan's discount club) are not 
listed. 

If your club is not listed and you think it should be (or if the 

information we currently list is old and outdated), please send a 

letter with all the particulars to the Anime Publications Bureau. 
If 

your club is truly national or international in its activities and 
you 

think it qualifies as an "APB Approved" club, please get in touch 
with 

us ASAP, we would love to be able to list more "APB Approved" 
clubs! 


When writing any of these organizations, be sure to enclose a Self 
Addressed Stamped Envelope if you want any chance of a reply!] 


"APB Approved" Anime Fan Organizations 


APB SPECIAL BRANCH (APBSB) 

The APB Special Branch is a club that all subscribers to the 
printed 

version of Animation Velocity are members of. It Sponsors apas, 

special interest groups, and chapters. The APB Special Branch has 
a 

fair sized video library and a huge library of synopses, scripts, 
and 

articles on anime. Membership will soon be opened to those who 
obtain 

copies of the "Electronic" version of ANIMATION VELOCITY as well. 

Check the first new issue of EAV (Volume 1, Number 1) for 
information 
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on joining and on forming an APB Special Branch chapter in your 
area. 
You can contact the APB Special Branch at the following address: 
APB Special Branch Headquarters 
4122 Tallulah 
San Antonio, TX 78218-3452 


ARGON OF CANTEE 
Argon of Cantee is a fan club for fans of Anne McCaffery's PERN 
novels. It is mentioned here not because APB staffer Patricia 
Munson-Siter runs this club, but because its quarterly newsletter, 
DRAGONWINGS, often includes articles on anime as "filler." The 
club 
has a small friendly membership from all over the country and 
sponsors 
a social apa to encourage communication among its members. Argon 
of 
Cantee is NOT associated with "organized" PERN fandom, it is 
completely independent. You can contact Argon of Cantee at the 
following address: 
Argon of Cantee 
P.O. Box 455 


Box Elder, SD 57719 


EDC ANIMATION SOCIETY (EDC) 

The demise of the old general C/FO in the summer of 1988 left the 
EDC 

—-— founded in 1982 —- as the oldest continually active non-profit, 

fan-run national animation fan club in the US. The EDC publishes 

NOVA, a huge fanzine full of fan fiction and articles (much more 

fanfic than articles), twice a year -- in theory, about once a 
year in 

practice, although they are really trying to stay on schedule. 
The 

EDC provides free dubbing and access to (at cost) photocopies of 

synopses and scripts. The EDC has over ten very loosely 
affiliated 

(in most cases) local groups around the country (which are not 
"APB 

Approved" do to lack of direct contact by the APB Staff). 
Membership 

in the EDC is currently $8.00 ($10.00 foreign) for two issues of 
NOVA 

-—- even if that takes longer than a year. You can contact the EDC 


at 
the following address: 
EDC Animation Society 
P.O. Box 515942 
Dallas, TX 75251-5942 
FANS OF ANIMATION IN SOUTH TEXAS (FAST) 
When C/FO-San Antonio and C/FO-Austin pulled out of the general C/ 
FO 


in 1989, they combined to form this new group. Ben Dunn (of Ninja 

High School and Captain Harlock fame) has promised to publish a 
small 

monthly FAST newsletter (in addition to the annual membership 

directory) and the group has a small video library. FAST is 
currently 

trying to find its direction again as the founding officers (who 
did 

most of the work for the past five years) are all retiring (read: 

refusing to run yet again) at the end of July 1999. In Texas, 
FAST 

has meetings in San Antonio and Austin and FAST has an active 
chapter 

in Buffalo, NY. FAST is famous/infamous (depending on your point 
of 

view) for its very strict "No dealing with video pirates" policy. 
For 

information on FAST, write: 

FAST Information 


c/o Jack Thielepape 
809 Salem Lane 
Austin, TX 78753 


SDF-FORT WORTH 
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The SDF-Fort Worth is yet another non-profit, fan run national 
animation fan club based in Texas -—- this time in Fort Worth. 
SDF-Fort Worth publishes a bi-monthly newsletter called SDF-FILES. 
This zine averages 24 pages and is full of news, humor, translated 
manga reviews, fan fiction -—- and occasionally serious articles. 
This 
Zine is so silly that it cares a warning from the "Chief Protector 
Against Silliness" —-— "Warning: The CPAS has determined that SDF- 
FILES 
is silly. Reading issues may be hazardous to your finally 
deve Loped 
sense of seriousness. Read at your own risk." If you Like humor, 
this may be the club for you! Full membership is currently $8.00 


year. You can contact SDF-Forth Worth at: 
SDF-Forth Worth Animation Society 
c/o Mike Harris 
4928 El Campo #215 
Fort Worth, TX 76107 


Other Anime Fan Organizations 


Animated Fantasy Group, The Japanese Animation Fan Club 

George Rock William Chow 

12300 Sherman Way #A4 6067 Battison Str 

North Hollywood, CA 91605 Vancouver, BC V5S 3M7 
CANADA 


Animation/Fantasy Association, The 
695 West Inman Ave Japanese Animation Network 


[EDC] 


Rahway, NJ 07065 


Animation San Antonio [APBSB] 
4122 Tallulah 
San Antonio, TX 78218-3452 


Anime Circle of Enthusiasts 
Mark Keller 

25805 Calaroga Ave 

Hayward, CA 94545 


Anime Club, The 
John Chen 

400 E. 30th #201 
Austin, TX 78705 


Anime Club of Michigan [EDC] 
P.O. Box 090262 
Rochester, MI 48309-0202 


Anime Connections 
Jo Amie 

4613 S.E. Rex Dr 
Portland, OR 97286 


Anime Fandom Organization 
Robert Simmions 

2525 N.W. 20th Str 
Oklahoma City, OK 73049 


Anime Hasshin 


c/o Creigh Tompkins 

9056 W. Broad Str #308 
Turkernook Shopping Center 
Richmond, VA 23229 


Japanese Animation Society 
Jon C. Hughes 

7160 Arcade Str 

St Paul, MN 55109 


Japanimation USA 

Todd Allis 

2816 Sontiago Rd B 
Fullerton, CA 92635-2744 


M.A.N.G.A. 

Ken Wolff 

412 Greene Ave 

Winnipeg, Manitoba R2K Q@M1 
CANADA 


Manasota Anime Group [EDC] 
Mark Dmuchowski 

848 Ponderosa Pine Lane 
Sarasota, FL 34243 


Michiana 

Jason Saylor 

4933 York Road 

South Bend, IN 46614 
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Lorraine Savage 
P.O. Box 132 
Warren, RI 02885 


Michigan Japanese Animation 
Fan Club 
Bill Hupe 


Anime Keiken 
1816 Third Ave 
Arnold, PA 15068 


Anime Sacramento 
Laurine White 

5422 Colusa Way 
Sacramento, CA 95841 


Anime Vampires [EDC] 
Stephen Lin 

1741 Cloister Dr 
Richmond, VA 23233 


Anime-X [EDC] 
David Merrill 
3314 Ann Rd 
Smyrna, GA 30080 


Animated Film Association 
Jim Reddy 
4970 Isle Royal Ct 
[EDC] 
Stone Mountain, GA 30088 


Animezanai 

Brian Henderson 

809 E. 19th Str 
Santa Ana, CA 92706 


Ann Anbor Anime Organization 


Time Eldred 
31340 Tamarack #6313 
Wixom, MI 48096 


Austin FAST [FAST] 
Sarah Still 

4313 Steve Scarbrough 
Austin, TX 78759 


Bay City Animation Group 
Mitch Glasner 

3259 Malcom Ave 

Los Angeles, CA 90034 


California Institute of Animation 


Randy Arnold 
800 E. Washington #219 
Colton, CA 92324 


6273 Balfour 
Lansing, MI 48911 


Neo-Dallas [EDC] 
Robert Jenks 

915 St Paul Dr #235 
Richardson, TX 75080 


North Bay Anime 

Todd McCullock 

1058 Eleanor Ave 
Rohnert Park, CA 94928 


Northwest Anime Society 
P.O. Box 68572 
Seattle, WA 98168 


Phoenix Japanimation Society 
Tom Perry 

3241 E. Alatadena 

Phoenix, AZ 85028 


Prince Planet Foundation 


David Merrill 
3314 Ann Road 
Smyrna, GA 30080 


Rocky Mountain Fanimation 
6325 Delmonico Dr 
Colorado Springs, CO 80919 


Saint Lious Animation Fandom 
Mike Eastman 

1681 Sherwood Forest Dr 
Florissant, MO 63031-1556 


San Antonio FAST (FAST) 
Ray Elliott 

2618 Nacogdoches #B226 
San Antonio, TX 78217 


Santa Barbara Animation 
Appreciation Association 

P.O. Box 91729 

Santa Barbara, CA 93190 


Southern California Animation 
Network 
Lee Oeth 


Cartoon/Fantasy Organization 
Fred Patten 

11863 West Jefferson Blvd 
Culver City, CA 90230 


4395 70th Str #21 
La Mesa, CA 92041 


Southern Cross [EDC] 
c/o Chad 
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Melvin Jew 
2914 Triway 


[EDC] 


Houston, TX 77043 


Dayton Animation Club 
Rick Martin 
1120 W. Fairview Ave 


[EDC] 


Dayton, OH 45406 


Denver Anime International 
Paul Blair 
6900 E. Evans #135 


[EDC] 


Denver, CO 80224 


East Coast Gaming and 
Animation Society [EDC] 
James Altenburg 


[EDC] 


585 Fountain Dr 
Toms River, NJ 08753 


FAST: Buffalo (FAST) 
Ray Barker 


[EDC] 


227 Woodward Ave 


3300 W. Park #1170 
Plano, TX 75075 


Space Battleship Artemis 
Mike C. Zalot 

506 Locust Ave 

Burlington, NJ 08016 

Space Battleship Iscandar 
Logan Wayfinder 

6271 Hill Str 

Ravenna, OH 44266 

Space Battleship Musashi II 
Joe Brubaker 

195 The Alameda 

San Anselmo, CA 94960 

Space Destroyer Nightshadow 
Lance Harlock 

1005 Mississippi 

South Houston, TX 77587 


Space Passenger Liner Titanic 


Michael Birchfield 


Buffalo, NY 14214-2313 


Greater Chicago Megazone, The 
D.B. Killings 
Society 
P.O. Box 59167 
Chicago, IL 60659-0167 


Indiana Club 
Gary Weir 
Society 
359 E. Washington STR #211 
Indianapolis, IN 46204 


Inland Empire Anime 
[EDC] 

David Bliss 

1575 Lillian Lane 

Highland, CA 92346 


JASFA 

William Brehn Jr 
1640 French's Ave 
Baltimore, MD 21221 


Japanese Animation Fan Alliance 
Jevelyan 

P.O. Box 2015 

Hermet, CA 92343-0300 


Anime APAs 


ANIME JINAI?! 


6501 North Woodlynne Ave 
Tampa, FL 33614 


Valley Japanese Animation 


Lee Dunning 
15457 N. 38th Way 
Phoenix, AZ 85032 


Virgina Tech Animation 


L-3 Drapers Meadow 
Blacksburg, VA 24060 


West Coast Anime Pasadena 


James G. Lomax 
615 Las Lomas Road 
Duarte, CA 91010 


3-WA [EDC] 

c/o Thomas Van Hook 

2900 Las Vegas Tr #2-120 
Fort Worth, TX 76115 


Anime Jinai?! is probably the best of the anime apas. It is 
bi-monthly and it averages 300 to 40@ pages an issue. AJ?! is a 


very 
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pleasant apa to be on and the interests of its members (most are 
older 
anime fen) cover everything from Jem to Transformers to shojo 
manga. 
Unfortunately, the wait list is long and people seldom drop out. 
Your 
author started out number 3 on the wait list and it took about 18 
months to get on the apa! For information on Anime Janai?!, write 
Anime House 
505-25 St. Dennis Dr. 
Don Mills, Ont M3C 1E6 
CANADA 


APA-HO! 
Believe it or not, this ia a small apa devoted to Thundercats (and 
other less popular anime). It is published bi-monthly and is much 
more interesting than some of you anti-American anime bigots might 
think. If your interests include animation that isn't Japanese, 
check 

this one out. For more information, write: 

Liz Kopetz 

P.O. Box 111 

East Quoque, NY 11942 


BIRD SCRAMBLE 
This is an apa devoted to Gatchaman and Battle of the Planets. If 
you 
are a fan of these shows then this quarterly apa is something you 
might want to check into! This is another thick apa, although not 
usually as fat as Anime Janai?! For more information, contact: 
Carol Hoeke 
1818 Teasley Lane #803 
Denton, TX 76205-7780 


ENDLESS WARRIORS 
This quarterly apa is devoted to series like Saint Seiya, Samxrai 
Troopers, and Shurato. This is a good-sized apa and fans of these 
series would probably enjoy it. You can obtain more information 
from: 

Carol Hoeke 

1818 Teasley Lane #803 

Denton, TX 76205-7780 


SLASH: THE APA 

This semi-annual apa is devoted to slash fiction (mainly anime and 

manga, but not really restricted to that). "Shash" refers to 
stories 

Or manga in which the sexual preferences of the characters are 
altered 


-- the term originated in Star Trek fandom with Kirk/Spock (say 
"Kirk—- 

slash-Spock") stories. This apa is NOT for everyone —- it 
contains 

somewhat graphic descriptions and illos of homosexual activities. 

However, I saw a copy of the first issue and was highly impressed 


despite what you might expect this apa is not "Sleazy" at all. 
For 
more information: 
BAST 
2513 N.W. 34th 
Oklahoma City, OK 73112 


WELL OF SOULS 
This is a quarterly general SF/general anime/general manga apa. 
It is 
small and very friendly. As discussions of just about anything 
remotely relating to anime, manga or SF/F are welcome, it might be 


good apa to get your feet wet with! Adult material is allowed. 


interested, you can write: 
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Randall Stukey 
4122 Tallulah 
San Antonio, TX 78218-3452 


How to Obtain a Japanese Pen Pal 


If you did not already know, many of the tapes and much of the 

information the APB obtains and passes along comes from Japanese 
anime 

fans who many of our readers and authors have as pen pals. One of 
the 


first questions new anime fans seem to have is "How can I get a 
Japanese pen pal?" 


Obtaining a Japanese pen pal or two is not nearly as hard as you 
might 

think. The Japanese actually make it very easy. They have 
numerous 

"pen friend clubs" which are members of the Association of Pen 
Friend 

Clubs of Japan. If you send this organization a letter requesting 

information on how to obtain a pen pal, they will send you a 
brochue 

about the organization and an application (both are in English). 


The 
application asks such basic questions as your name, address, 
interests, age, peferred age-range of your pen-pals, and the Like. 
Of 
course, there is no no guarantee that you will get a pen-pal who 
is 
interested in anime (although most Jappanese of high school and 
college are at least somewhat interested in anime). However, this 
is 
a great way to make friends in Japan and to learn more about Japan 
itself. The address of the association is: 
Association of Pen Friend Clubs of Japan 
Hongo P.O. Box No. 100 
Bunkyoku, Tokyo 113-91 
JAPAN 
You need not worry about being able to communicate with a Japanese 
pen 


pal. Most of the younger Japanese have studied English for many 
years 

and their written English is generally very good to excellent. To 
be 

honest, I have never had any real trouble understanding what a 

Japanese pen pal was trying to say in a letter, while I have had 

trouble trying to figure out what some Americans (native English 

speakers yet) were trying to say in their letters. Oh, by the 
way, 

postage t Japan (Airmail) is only 45 cents per half ounce (as of 
June 

1990). 
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Electronic Animation Velocity is copyright (c) 1989, 1990 by the 
Anime 

Publications Bureau and Randall S. Stukey. All rights reserved. 
Except 

that the APB reserves the right to reprint or to allow reprinting 
of 

this material in other not-for-profit fan publications and to 
provide 

not-for-profit article reprints, all rights are returned to the 
original 

artists and writers upon publication. 


Copying and Sharing Electronic Animation Velocity 


You are encouraged to copy this issue and give it to your friends 
and 
fellow anime fans subject to the following rules: 


1) The Electronic version of Animation Velocity may be freely 
up Loaded 
to BBSs and services like Compuserve and Genie provided that: 
a) no charge is made to download or otherwise access the 
file 
containing this issue, except for general connect time 
charges by the BBS or service. 
b) The file is not added to or changed in any way 
(exception: 
a different archiving method may be used). 


2) You may freely distribute the electronic version of Animation 
Velocity on disk under the following conditions: 
a) No charge whatsoever (other than the EXACT cost of a 
disk 
and the EXACT cost of postage -- no handling, service, 
or 
any other charges whatsoever) is made for the service of 
providing the copy. 
b) The file is not added to or changed in any way 
(exception: 
a different archiving method may be used). 

c) The file is not knowingly given to any person or 
Organization who makes or attempts to make a material 
profit of any kind (money, extra blank tapes, etc.) from 
the production, sale, or distribution of unlicensed 
videotapes. 


3) A copy of this publication may not be sold or given away with, 
as 

part of, or in association with any other item or service for 
which you 

charge a fee of any type without permission in writing from the 
APB. 


4) Original copies of this each issue of this publication (and 
aig ee APB publications and anime-related files) will be available 
au Fidonet File Request (or for direct download) from San Antonio's 
cate eee eee BBS, NUL (Fidonet: 1:387/255) modem: 512-692-0730 

(300/1200/2400/9600 HST). San Antonio is on Startlink! 


Reprinting Individual Articles 


Permission to copy individual articles (without change of any 
kind) that 
do not relate to club news and activities from this publication 


for NOT- 
FOR-PROFIT FAN DISTRIBUTION is granted, provided that proper 
credit (to 
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both the author/artist AND TO THIS PUBLICATION (including 
information on 

how to obtain it) is given and that our copyright notice 
("Copyright (c) 

1989, 1990 by the Anime Publications Bureau and Randall S. 
Stukey") is 

printed either with the material being reprinted or clearly noted 
with 

the publication's own copyright notice (if any). APB requests two 
free 

copies of any publication that reprints our material (one for APB 
files, 

one for the author/artist), however, this is not a requirement. 
Prior 

permission must be obtained in writing from the Anime Publication 
Bureau 

if an entire issue is to be printed or if articles relating to 
club news 

and activities are to be reprinted. This blanket permission to 
reprint 

is NOT VALID for publications which are being produced for profit 
or 

potential profit (e.g. Animag, Anime-Zine, Animeplus, Protocuture 

Addicts, etc. however these publications are free to negotiate 
rights 

that do not interfere with the APB's retained reprint rights with 
the 

individual authors), for publications which do not publicly oppose 

unauthorized for-profit dubbing, or for publications which do not 

provide similar blanket permission for other not-for-profit fan 

publications to reprint their material. "Not-for-profit" in this 

paragraph means "sold at the cost of printing and postage only" 


with no 

money from the publication being put into club treasuries, the 
editor's 

pocket as payment for his work, or the like. 


Material from this publication may not be sold or given away with, 
as 

part of, or in association with any other item or service for 
which you 

charge a fee of any type without permission in writing from the 
APB. 


Various Legal Disclaimers 


The various anime characters, series, and features depicted or 
mentioned 

in this publication are copyrighted and trademarked by their 
owning 

studios, publishers, and/or creators. Copyright to any 
translations 

published in this publication remain with the original copyright 
owner. 

No infringement of these copyrights or trademarks is intended. 


The Anime Publications Bureau is a not-for-profit organization 
whose 

purpose is to educate the public about animation and manga. No 
person, 

business, or organization receives any profit from this 
publication. In 

the unlikely event that this publication ever shows a profit 
instead of 

a loss, all profits will be used in the public interest. The 
opinions 

expressed herein are those of the individual authors and artists 
and do 

not necessarily represent the opinions of the APB, the editors and 
staff 

of this publication, or any other person or organization. The 
Anime 

Publications Bureau is an independent fannish organization. 
Neither the 

APB nor its operating staff have large sums (or even small sums) 
of 

money in the bank, own property, or have large insurance policies, 
SO 

Suing us if you do not like what we say or do will not get you 
anything 

other than large legal bills to pay, so instead of suing, just go 
out 


and produce a publication for fandom that you like better than 
ours! 
That's a much cheaper and more constructive solution... 


Although the information contained in this publication if believed 
to be 

basically correct, neither the APB, the APB staff, nor our authors 

accept any responsibility for its accuracy. Use of the 
information 

contained herein is strictly at your own risk. 
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There is no way to submit material for direct publication in the 

Electronic version of Animation Velocity, however, the APB 
we Lcomes 

submissions for the printed version of Animation Velocity (which 
are 

then reprinted in the Electronic version of the issue in 
question). 

Here is a copy of the current submission guidelines for the 
printed 

version of Animation Velocity. 


Editorial Address: 
Randall S. Stukey 
4122 Tallulah 
San Antonio, TX 78218-3452 
USA 


Fidonet: 1:387/255.150 


Introduction 


The Anime Publications Bureau is an independent, non-profit, fan 

publishing house. Although the APB works with FAST, the EDC, and 
other 

anime groups, it is not subject to control by any of these groups. 
The 

APB's goals are 


* to provide anime fandom with news and articles in a timely 
and non- 
profit manner through its quarterly fanzine, Animation Velocity. 

* to provide anime fandom with detailed information on selected 
animation series through its Series Reviews, again in a non-profit 
manner. 

* to provide a non-profit forum for fan writers and fan artists 

to 

express themselves through fanzines devoted to fan fiction and/or 
fan 

art. 


APB publications are all fanzines. While the APB tries to make 
them look 

as nice as possible in the very limited time and budget available 
to 

each publication, APB publications are not "professional" 
publications 

and do not claim to be professional! The APB does not have the 
money to 

hire translators ($40 to $60 an hour) or proofreaders ($10 to $20 
an 

hour), have color separations done, or have its publications 
offset 

printed by the thousands (especially when we are only going sell a 
few 

hundred at most) so that the per copy cost is low. Every APB 
publication 

is edited by fen, written by fen, illustrated by fen, and 
(generally) 

collated and stapled by fen in their spare time. Fen just like 
you. None 

of the editors, writers, artists, collators, etc. are paid a dime 
for 

their hours of hard work (in fact we have lost relatively large 
sums of 

money [$400-$900 a year] for the past 5 years printing this stuff 
—- and 

this does not even count purchasing computer equipment and 
programs used 


in these publications), so please cut them some slack when you 
find 
typos and formatting errors! 


Computer Information 


The APB uses a (cheap) IBM (XT) compatible computer that can read 
5.25 

inch 360K MS-DOS disks and 3.5 inch 720K MS-DOS diskettes. If you 
have 

access to a computer that can write to one of the above MS-DOS 
disk 
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formats (all IBM compatibles and many Atari STs and Amigas can), 
we 
really would prefer that you send your material in on disk. 


When sending material on disk, please send a self-addressed return 

mailer to we can send your disk back to you. And please, be sure 
to put 

your name on the disk label so we know who the disk belongs to! 


Text 
While we can, of course, accept text files in straight ASCII, we 
prefer 
them in one of the following IBM word-processing program formats: 
* WordPerfect 4.2, 5.0, or 5.1 
Wordstar 3.3, 4.0, 5.0, or 5.5 
DCA format (Displaywrite, SAMNA Word IV, Wordstar 2000) 
Microsoft Word 4.0, 5.0 
Multimate 
* Other IBM word processor formats may be acceptable if Word 
for Word 
Pro can convert them to WordPerfect format. 


x**X*** 


When submitting text on a computer disk, please follow these rules 


when 
you are entering it into your computer. They will make it easier 
for the 
editors to import your work! 
* Never use underlining or ALL CAPITALS (use italics or bold 
instead). 
* Leave a blank line between paragraphs and do not indent the 
first 
line of a paragraph. 


Pictures 
We can use picture files in any of the following formats: 
* Line Art: GEM, Autocad SLD, Lotus PIC, Mentor Graphics, 
Videoshow, 
MAC PICT, Postscript, CGM, MS Windows, and HPGL 
* Bit-mapped Art: GEM, HALO DPE, PC-Paintbrush, MAC Paint, and 
TIFF. 


The APB will be happy to accept pictures in one of these formats 
for the 

newsletter provided that the picture in question is either your 
own 

original work, you know for a fact the picture is in the public 
domain 

(not just think or suspect or believe, but would be willing to 
stake 

your life on it), or you enclose the artist's signed written 
permission 

to use it under our standard terms. 


Animation Velocity Submissions Policy 


General Editorial Policy 

Animation Velocity is a fanzine, it is not (and will not try to 
ci SP OReSSAGHAL publication. It is edited by fen, written, by fen, 
ans illustrated by fen. Fen just like you. So please submit something, 
= will print the best of what we get! While perfection is definitely 
i required, a reasonable level of competence in writing or drawing 
= expected. As Animation Velocity is a large quarterly publication, 
“always in need of more submissions -—- we have yet to have too 
many ! 


The APB staff will try to print articles on series and features 
that are 


of most interest to the readership. However, we can only print 
what we 

get! If the readership wants to see articles on Urusei Yatsura, 
Ramna 

1/2, and Bubblegum Crisis, but no one submits any articles on 
those 

topics, we simply cannot print them —- no matter how many letters 
of 

complaint we get). If the only articles we get are on The Archies, 

Smurfs, and Pound Puppies, then those articles will probably get 
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printed, regardless of their extremely low popularity among the 

readership. Again, we can only print what gets submitted, so if 
you do 

not like the articles we print, get off your duff and write 
something 

for us! A few of our readers seem to think that the APB staff 
should do 

all the translations and write all the articles as well as produce 
the 

quarterly issue of Animation Velocity -- all we can say is that we 
do as 

much as we can (to the tune of over 100 unpaid man-hours per 
issue) and 

Simply do not have time to translate and write everything too! 


General Rules 
1) Please do not send the originals of your work! Send only 
photocopies 
or disks. There are two reasons for this: 
* we hold submissions until we can use them, even if you send 
an SASE 
for the material's return, chances are about 99% that we will have 
lost 
it by the time we use the material. 
* the post office has a great record at losing items —- 


especially 
items that cannot be replaced. 


2) First consideration for publication of quality submissions will 
a ee subscribers. However, we can only publish what we get —- if we 
ve not get enough material from our readership, we'll print anything 
Dae gate (unless they are a video pirate). We're not proud, we're 

desperate -—- did you know it takes 3@ to 5@ thousand words to fill 
= issue of Animation Velocity?! 


3) Be sure to sign all artwork in a readable manner (and put your 
name 

and address on the back if you submit photocopies). Please put 
your name 

and address at the top of each page of an article. 


4) We will be happy to consider submissions that have previously 

appeared in other fanzines or apas —- but you need to tell us 
exactly 

when and where your submission has appeared when you submit it. 


5) The copyright to all articles and artwork is returned to the 
author 

or artist upon publication, however, the APB reserves the right to 

reprint the issue in which your art or article appeared, to use 
your art 

or article in future APB publications, to allow other non-profit 
fan 

publications to reprint your work so long as proper credit is 
given and 

to allow your material to be photocopied by various club archives 
for 

their members. If you are submitting someone else's work, they 
must 

agree to these terms in writing. By submitting your own work you 
are 

agreeing to these terms. 


6) Neither the APB or its staff take any responsibility for any 
submissions. For your own protection, please submit photocopies or 
disks, not your originals! (We cannot repeat this enough....) 


Articles 

1) On major articles (over 15 double-spaced typewritten pages), 
please 

inquire before submission so that the editors can work out format 


and 

final length with the author. (We'd like to work with the author 
instead 

of having to make radical cuts.) 


2) If you do not have access to a compatible computer, please 
consider 

sending long articles to one of the volunteer typists listed on 
the 

first page of each month's issue of Animation Velocity. (If any, 
we 

currently are out of volunteers with PCs again!) 
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3) We are looking for, first of all, informative articles on 
current or 

recent series, manga, or features/OVAs. However, we are not 
adverse to 

printing articles on older animation or manga, non-Japanese 
animation, 

Japanese history, culture, or mythology, anime roleplaying games, 
BGMs, 

etc. The series or OVA need not be a favorite of the APB staff for 
an 

article on it to be printed —- we will print articles on Urusei 
Yatsura, 

Bubblegum Crisis, and the like despite the fact that the APB staff 
does 

not find these things interesting. You just will not find staff- 
written 

articles on such series. 


4) If you want to arrange for your own artwork to accompany your 

article, that's fine with us. Just have your artist follow the 
rules for 

artwork submissions below and submit the artwork together with 


your 
article. 


5) Please identify -- completely and exactly -- the source of all 
non- 

original material used in your article. If you cannot identify the 
exact 

source of a quote or an illo from a Japanese anime magazine or the 
like, 

we can't use it. 


6) Although this is a fanzine, not an English assignment, please 
try to 

follow the rules of English grammar. If you do not, the editor 
will 

correct your grammar (to the best of his ability). However, as the 

editor only knows what he thinks you meant to say, not what you 
actually 

meant to say, the end result may not be exactly what you were 
actually 

trying to say! In particular, remember when you write a synopsis, 
write 

it in present tense (as if it were happening at the very moment 
you are 

writing it down) not in past tense. 


7) If at all possible, send in your article on disk. But if you 
cannot 

do so, please type or neatly print your articles. Please double 
Space 

typewritten or hand-printed submissions and leave 1 inch margins 
all 

around the page. Never type or print your submissions in all 
capital 

letters, please! 


Trans Lations 

1) We welcome translations from Japanese anime publications 
provided 

that you completely and fully credit your source. 


2) Translations should be equivalent meaning for equivalent 
meaning, not 

"word-for-word". Most Japanese idioms and such make no sense when 

translated word-for-word! 


3) As far as submission format is concerned, follow the rules for 
articles above. 


Fan Fiction 


1) While Fan Fiction has never been all that popular an item in 

Animation Velocity, we are going to continue printing it in the 
zine. 

Short works of fan fiction that are based on a series or feature 
that is 

popular among the readership are most likely to be used. By short 
we 

mean short enough to be completed in one issues with about five to 
eight 

pages devoted to the story. Longer works should be submitted for 
one of 

the APB's planned fiction zines (see below). Humorous fan fiction 
set in 

the Hotel Anime Universe is acceptable, but will be rewritten to 
conform 

to the history and background that Baka and Aho have set up. 
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2) As far as submission format is concerned, follow the rules for 
articles above. 


Artwork 

1) All illustrations need to be black and white line art that will 

photocopy well (large areas of solid black shading tend to copy 
poorly). 


2) Artwork of all sizes (up to 8 x 10) is needed, but smaller 
illustrations are more likely to be used as your average issue of 
Animation Velocity uses three to four times as many small illos as 


it 
does large ones. Artwork will be reduced to fit if necessary —- by 
repeated photocopy (unless the art is on disk -- if so it is 
scaled 


automatically to fit the space available by the publishing 
program). 
Sorry, but a stat camera cannot be used —- each shot from a stat 


camera 
costs six dollars down here! 


3) Please sign your work with your full name (not just initials) 
and 

place the names of the characters, mecha, and/or the series, 
feature, or 

manga the illustration is based on near the artwork. If you have 
more 

than one illustration on a page be sure that someone who is 
completely 

unfair with the series in question cannot confuse the labeling (in 
other 

words be consistent, don't label one on the left, another on the 
right, 

and a third to the upper left)! If you do not provide this 
information, 

your illustration cannot be used. (If it is an original character, 
label 

it as such.) 


4) Do not send originals, send good, clear, high quality 
photocopies or 

send a scanned image (at 200 and 300 dpi, if possible) on disk. 
Please 

submit artwork flat -- do not fold it, the fold lines look 
horrible when 

the artwork is reproduced. 


Letters to the Editor 

1) The APB staff really wants to hear from the Animation Velocity 

readership! The only real joy the APB staff get out of producing 

Animation Velocity is reading Letters of Comment from the 
readership. So 

write us! 


2) Letters to the Editor should be typewritten or neatly printed. 
They 

should also be concise and include constructive comment. Letters 
of 

praise are always welcome (but may not always be printed). Letters 
of 

disdain will be printed if their points are valid. Rude and 
overly- 

sarcastic letters, however, will either be trashed (if the 
writer's 

points are valid) or printed and replied to in kind (if the 
writer's 

points are invalid). Letters listing typos and errors will 
generally be 


ignored as pointless —- the staff is too small and has to work too 
fast 

to have much chance of improving things. Comments deemed offensive 
or 

libelous will be edited out. Letters may also be edited for 
length, of 

course. 


3) Letters that are deemed to be offensive to, or unnecessarily 
harsh on 

our authors, our artists, and -- especially -- our translators 
will 

either be trashed or heavily edited. Our authors, artists, and 

translators are generally amateurs and are not being paid for 
their hard 

work -—- and they do not need to be taken to task for every little 

mistake or for being less than perfect. A reader who feels that 
the work 

being done by the volunteer writers, artists, and translators is 
not 
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good enough, should not waste time writing in and complaining —- 
he or 

she should instead write, draw, or translate something and submit 
it so 

we can all see by example how it should be done. 


4) If you feel that you simply must correct an important error of 
fact, 

please do so politely and without belittling the efforts of the 
original 

author (by commenting on his/her education, the fact that he/she 
is not 

Japanese, or....) 


5) Please do not bother to "correct" the transliteration of names, 


however. There is no one correct way to transliterate a proper 
name —- 

even different Japanese transliterate the same name in a different 

manner! We refuse to get involved in such silly arguments as 
whether 

transliterating the first name of one of Gundam's major as "Char", 

"Shah", or "Shaa'" is more correct. Such inane discussions have 
been the 

cause of too many hurt feelings in anime fandom over the years. 


6) Letters to the Editor need not be directly concerned with 
Animation 

Velocity. You can use a Letter to the Editor to speak your mind on 

anime, manga, or related topics. Just remember to be brief, 
complete and 

clear, and polite! 


Series Overviews 

APB Series Overviews are a complex operation. Access to a 
compatible 

computer is a requirement for such a large operation. If you are 

seriously interested in working on a major series overview, please 

contact the APB for more information! 


Fiction Fanzines 

@BodyFirst = The APB is currently working on three anime fanfic 
zines. 

The titles of these books are tentative but submissions are 
currently 

being accepted for both! (Follow the normal submission guidelines 
given 

above. ) 


Anime 3-X! 

Two submissions currently accepted 

Here's the place for your graphic X-rated and slash stories, 
poetry, and 

art (bawdy filk songs, too). The only requirement is that the 
material 

must be erotic and must be based on anime or manga. We hope to be 
able 

to get a good mix of erotica so that about 50% will be the type 
that 

appeals to males and the other 50% will be the type that appeals 
to 

females. Slash stories (stories where the characters sexual 
preferences 

are altered) are welcome! If you are a fan of the Japanese 
fanzines, 

Cream Lemons, etc., you know what we are looking for! 


Adventures in A-Space 

Four submissions currently accepted 

This zine will be devoted to fiction set in the A-Space of Hotel 
Anime. 

It will reprint the four currently existing Hotel Anime stories 
and 

hopefully will include stories by new Hotel Anime authors. If 
completed, 

a simple Hotel Anime RPG will be included so you can play out your 

favorite anime character's adventures in A-Space. Short humor 
pieces 

that are not Hotel Anime related are also welcome. 


Odd Tales of Animation 

Submit something or we'll drop work on this one! 

We are looking for stories, poetry, filk songs, and art based on 
just 
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about any popular animated series, feature, or OVA for this zine. 
While 

this is not really a "family zine," no "slash" or "heavy R" or "X" 
rated 

material will be accepted. That means that you can have all the 
sex and 

extreme violence your story needs, so long as it takes place "off- 

stage". Material based on popular non-Japanese animation is 
welcome. 
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